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Technical Support 


Tliank \x>u ior purviuising ihis Virgin InivQitive Mnivnainment pnxIuct.Togul the 
must out of this and all uur other take ail vantage of I he rollowingpmduci support: 

II you have u modem you may call our bullet In \wxn\ service. 21 houi*s a day. 7 daji^ 
a week. The numlK»rin the UK is 0171 4(i8 2022. 

Please trvourlnilleiin board or Tax Tor the lasicst cusiomerscrvlees. If you neetl fur* 

• % 

then assistance with this product you may telephone our technical .support hotline. 

Technical support : 0171 36S2266 

BBS: 0I7M682022 

Fax: 0171 -1682003 

Email: customer.snppori^y ic.co.uk 

\\^\ '\\*: vvvvw.v IO.CO .uk/ v! e 


llyuu du telephone [ilc;tse lie sitting in li\>nl ofy our computer (if possible) and vsi 
a pen and pa|H*r. Ur you can write to: 


Customer Services Dep.nrtmctu 
Mrgin Interactive Entertainment (Europe) l.td 
2 Kensington Square 
London 5RB 


This product is gti:trameeil fora pcrioil determined by the law of the countrv’ of 
manulacuire or purchase. Mrgin Interactive Entertain meat (Europe) Ltd. rescrv'cs 
the right at all times to make Improvements in the product described In ibis manual, 
at any time and without notice. Ollier than a*quircd under English law. Mrgin Inter- 
active Entertainment (Europe) lad. m.ikes no warranties espressed or impliech widi 
respect to this proiluct or this manual, their quality or their Illness for any p^irtlculai* 
pur^iosc. This does not alVect your staiuforv* rights. 


This product ise.vcmpt Irom class! Itcai ion under UK law. In .iccordnnce with the 
\ldeo Standards Council C4xle of Practice it is considered suitable for viewing by 
ihe ::gc range(s) indicated. 
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Epilepsy Warning 


A vet^’ small pcrconia^c onnelividuals may experience epileptic seizures when 
exposed to certain li^ht patterns or l1 ashing lights. Exposure to certain light pat* 
terns on backgrounds on a television screen or while playing computer games may 
induce an I'fjilcptic seizure in these iiulividuaU. Cenaiii conditions may Induce 
undetected epileptic sympinins in persons who have no hislon* ofprior seizures or 
epilepsy. Ifyoii, or anyone in your lamily lias an epileptic condition, consult your 
doctor prior to playing. ITyou experience any of the following yyanploms while play- 
ing a computer game: dizziness, altermi vision, tye or imisde twitches, loss of aware* 
ness, ilisorientalion. any involunlarv inovemeni, or convulsions, immediately di.scon* 
tin lie use ami consult your doctor Ik I ore resuming play. 
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op lIk plccuilircii op MOrUltHj 0»> rlv p'lLow-U|> 
cO t\ ImtjcLy :iucvC.<:?puL criCtocitLy acolrtin*»cil 
roLc^pLciyimj <|iM>’»c Ivxvlntj Inrcrc^tM'Hj ijuctsrlo*^!' 

U) answer. People wini \>\ny role-plavins games rieeil more ilum some 
prett.V graphics ami nonstop action to wliel llieir claymores: they want tiefuli 
and character and wit ami ilrama. They want the tliickeM, most involving 
novel ihnl theyvc ever read translated to their 15" screen, with themselves as 
the hero. Thai's why 1 love |H?ople who play rolc*playing games. They’ro .so 

During rhe years Unween the release* of. hv#w and the puNicaiinn ol’ 
Ihiffiirriiill, we* VC < la need aroiiml the ansNver to rhe ipieslion. "What s the 
St 00' Diiifiji'f’fitllV We've s;n<l we haven't the time to go into it. that we 

don't want the com|>elilion to liml out. that we re still ironing tnif some 
details, (hat it might have something to do with this or maybe with that. Ihe 
truth is simply (his: w/. 

When players iksli w'liat the siorv* ti» Ar<;yrrAi// is, I imagine AUclielli 
asking what theston* to. Mir A'/ A is laTore the play logins. You are i he pro- 
tagonist. the hero of the game— the stun* is what you dcciile to make il. 
There are going to lx* Toils to your iharactei': people who will tty to sio]> 
some ol yiHir more grantliose go;ils. «ind fxmple wlu^ arc there to help il U 
sem'S them. Bin it is your aims and ainliltions that Iramc the sloiy. Alter all, 
role-playing games are plays in which the stars are memhers ol (lie auiliencc. 
Given a large, we 1 1 -a p| min led Mage, a Mipponlng east oTiitiproviivuiunalisi.s 
and an alert lack stage crew, they are capable oT anything. Ami die ln?st thing 
wc game designers ami programmers can do is give you wbm you want, and 
get out oTyoiir way. 

You have a challenge ahead ol you in Ihiiftfffitdl, in more >vays than one. 
This is a game designed to encourage exfdoratum and anvan) curiosity. 

There are opportunities to do great ami heroic deeds, and, likewise, possibili- 
ties oT indulging in less ... virtuous activities. You are not required to lullow 


/ 
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n path ol rightenusncss^ nor a jiaiti ul depravity*, but both roads and cver^^thing in 
between are open to you— just like in real lile. Unlike real life, you can switch olT 
potentially oflensivc scenarios ifyou wish by using our Child Guard feature. Who 
sav's virtual reatiiy can't be better than reality? 

In the world ol com put er role-playing games, it is considerably more dilllcult lo 
civatc a hook svith blank p:iges than t>ne wherv the stoi^* i.s complete. is 

a heartfelt group cITort by all the programmers, writers, artists, ami tle.slgneiv who 
sv'orkcd on lids project. Special thanks are meriieil by a group of our dearest 
friends (and harshest critics) who h.*ivc iheolllcial title of iieta testers,*' but who 
contributed to evci^'thing Irom writing fables for the bi>okstores in designing shop 
and castle interiors. And. ol course, we would not have known wimi direction ihe 
Elder Scrolls needed to take without the letters, posts, and telephone calls Imni the 
fans o\AfY/ta, 

And so we turn the question back to you. ”\\ 'hat's the sloiy' 7 " It is not lor us lo 
answer. Kollow your own spirit am! tell your own siorv' in your own way. We hope 
only to help you make it rfitl. 


The “Replay the Save Game” Strategy' 

AWsi computer garners u.se the save g«ime to maximise their playing ability, ,^lly- 
time sornelhing goes wrong, they return to a swived game and replay it until they gel 
it right. The Imal histon'ol their game looks like an endless sta*ak of lucky breaks 
and perfci't choices. 

Role-playing is not about playing the pcrlcci game. It is about building a chnractoi* 
and creating .1 stOl^^ lletlies<la Soflwoi lts has woi ked very' hard to make T/f^ /Mr 
Scnil/>f: a game iktl dtKs not rci]uire players to replay their mistakes. All 

adversity can be oveivome. e.xcepiing only the character's actual de.it h. In fact, you 
will never .see some of the most interesting aspects ol the game unless you play 
ihroughyour mistakes. 

1 ) your character dies, gets Wked in a dungeon, or some other truly catastrophic 
event takes place, by all means nrtum to your last saved game and replay it. Mow- 
even ifyou r character Is caught pickpiR'keting. if a quest goes wrong, or some 01 her 
mundane mishap occurs, let it play out. You may be sur|)rised by what happens nc.Nl. 




*Oc livj i*Luor ctxHi tInt Llv’n^ 

XnU »i>cvkc fl'C c<\rrK 4-lc%oitr 
1^1* s>vccr brok’t^ 

pL ucl« cl>c Ucco rcccN 
riv pcrcc rUjCrsi jtNNX:* 

Intr*^ dv lo»V|-U^c^^ plw^'iv 

lO \">cr U.vV**l 

—S^^tuvr A} 



o 2c S''^C) cv ivtLc Nvcvrrlor-tiiV| ncu>Vil Citcr Scprim 

ro^ dv Cur*^viL op dv ch\V s\i\r5 dv\r 

c^>n:«ui>vcl d>c cOtyCh'K^yC Op Cc\n>ricL rtiii'l procLtximci'l 

himself Emperor. Manv opfjo.seil his claim and were crushed Ir'ocuiK 
might like spitMcring sp^irks ol Dame. The vear alter his conquest, when 
Septim was crowned lirst Emperor ol TamneL he declared also the heginning 
ol a new era, the third era ol Tamriel. But this i.s all ancient history tojv’ou. 

You were bnrn in .iE3r5. during the reign ol the iwcniy-iirst Emperor of 
Tamriel. Uriel Sepdm Ml. The civilisalion that Tiber Septim forced omci the 
subjects ol his Empire has nearly lallen: as The Elder Scrolls predicted* the 
bloods* wheel has nearly turned all the wav back to anaiYhv. Some call it the 

to * 

whim ofJephrc the Stor>*tcller who crafts late for hisdix’ineamuscmeni. 
Others say that the unworthy heirs ol Tiber allowed their vassal kings loo 
much liber^* or lacked ihcirancesioiV miliiaiy genius. A few look to the 
character of I he (K'ople of the Arena of Tamriel and remark that no one could 
create a lasting empire in such a place — 'fiber must have hail supernatural 
aid to accomplish whal he did. Such theorising is be.sl lelt to the Sen ill keepers 
of the Imperial City or the P.sijicsof the IsleofArtaciirn. Tamriel is what it is. 

The cuiTcni Emperor is no stranger loyou. You have helped him in the 
past, and know he considers you a loyal subiecl. perhaps even a Irtend. Trust 
is a hard pri^c to win Irom Uriel Sepiim. 1 le misted his la.st lm|>erinl 
Baulem;<gc. the power-rnad Jogar Thium. and it nearly destroyed him. Mis 



currcnl Imporial Ranlcma^'e. Ocaio ofrirs^liolcl, longol'ihc Klilcr Council* 
l\as nlonc earne^l the position ol iho ICmpororsconlulanie and chid ndvisor. 


When the Kmperor summoned vou to his am lie nee chamlkT, vou were not 
suqijised 1 1 nil he asked you to arrive al’ler midnight. You were accustomed to seeing 
the Emperor at unusual hours. Sometimes it seemed ihai, to the Kmperor.you were 
an unusually crulled weapon to tie drawn in secren'. away from the iiu|uisitive eyes 
ul iheollicial court. A trusted guard escort ei I you down thegihled marlile halls ol the 
Imperial Palace to the ErnpeforV audience chamber. .Along the way. you passetl 
ancient tapestries and .sculpture ac\iuirecl by Tdwr Sc'ptim or one oi’hiseijually 
a vari c to us 1 1 v nda n i s. 



Uriel Seplim greeted you ronnully, in utter 
darkness. Oca to lit a single candle, cm.inaling 
the barest illumination. This was to !>e an unusu* 
ally surreptitious meeiing. even lor the caul tons 
Uriel Sept i Ml, 

Tie.! sc c.\cir>e the glmim." he began, with a 
solemnity 1 1 1 . it you had never heard IkTocv from him, 
“but none may know' ol'our meeting. ‘Phe natuiv of 
inv trouble is darker still. Its subject is King 
I.N-^uulu.s of Daggerl'all. a man who died over a 
year*tgo. honourably, on the Held ol battle.'* 

You .sianed to re.spond, but were silenced, 
ll was peculiar nP the Emperor not toallnsv 
you any (|ucsiions or comments. Me almost 
seemed to Ih* alVaul of too much iiiquif^* into this 
particular ailair. 

W lihoul pause, the I irnperor continued. 

”1 Ic was as great and as loyal a subject, ally, and 
Priend to me as you are. I ditl grieve Por him ... but 
1 nosv hear his spirit will not rest. It haunts his 
former kingdom cmng tor revenge. 1 do not 
know why such a good and loyal man wouhl he 
Siu’ursed. hut jierhapsyou could lind the re«v 
.son. Aou could close the marble iaw.s ol Obliv- 
ion and put his soul to pe.icc. 1 <isk this ol you 
as your Em()eror. .Hnd also as your Iriend." 

"1 have one other lesser request. Several 
years ago. I sent a letter to Ls'sanclus Queen 
Ahmisera. She now inlonn.s me that she never 
received it. The me.ssage was of a ... sentimental 
and personal nature. II you would lind the letter, 
and destroy it, I w'ould l>c must relieved.*' 


The letter IS more important than that, you remember instinctively thinking. But 
agiiin.you were not given leave to ask any questions. The Empcror*s dismissal was 
IVlendly, hut absolute: *'Now, my champion, rest well tonight, tor tomorrow you sal 
lor the kingdom ol Daggerrall." 

You packed lightly, lor you understood the nature of the vny ;igc »*ihcaJ. The 
Kmperor meant to send you on a small, a n on niuous sailing craft down the Vnnihi 
River 10 the Hjnulsite River, ami Irom there across Iliac Bay to DaggeHal). AH three 
horlies ol water, the Vrinihl. the Bjoulsae. and Iliac l^iy. were notoriously inlestcd 
with pi rites, am! any ostcntatlouslytlecoraiefl era It wotdd need to be con.spicuoiisly 
we I hi lei ended. 

Your voyjige w;ls uneventful, which niiule the weeks <if travel to the Iliac Bay seem 
even longer. You still hatl a thous;iml questions al>our the meaning ofyour mission: 
hinv were you loc.sorcise the spirit of King l.ys<kndus, what was the significance 
oft he Kmjierors letter, and where that letter might he. Recognising the futility of 
jiomlering lhe.se ttnanswcrabic thoughts, you concentrated instcadon recalling all 
you knew ul Dag^gerlalt and the Iliac Bay area. 

You knew ot the war that had claimed Lysandus. Called the Waro! Be tuny, it wa.s 
an internecine siatggle between the Kingdom of Daggerlall ami the Kingdom of 
Sentinel. The battle was over a small, but politically signilicant. island at the western 
edge of the Bay. near the .\l>ecean Sea. .\i the final Ixiltle of the war. the bloody Iklllc 
ofCnmgaine Field, both kings were killed. In Sentinel, the kings widow, .\korilhl, 
took the throne, regent until her chiklren reacheil their majoriiy. In D.iggerlall, 

I y. Hindus w^ls succeeded by hisson. Cothnul. But Daggerlall won the war and 
po.‘>session of the bland <if I W tony. 

Gothiyds lirsr act as king was to make oHiebd |>c.u*e with Sentinel, and to man^* 
Frincess .Aubkd of Sentinel o.s a Imnd. You do not know whether this union has 
proven wise. 

The third major puwer in the Iliac B;iy. besides Daggerlall and Sentinel, is the 
Kingdom ol VWiyrcsl, ruled by elderly King luulwyreand his wile. She wa.s the 
legend a ly former Queen ol Moumhold. Baam^iah. Doth have children of nearly ihe 
same age from pa* v ions marri;tgcs. and though you do not know the particulars, you 
recall hearing rumours that there e.sists a dispute over the succession. It would cer- 
tainly be worth your while to take a trip to W ay rest. It is said to be a kingdom ol 
great trea.su res. where the merchant classes have made their land rich by trade. 

Your ship saile<l past the ancient stone walls of Way rest, and the Bjou I sae widened 
into the brilliant expanse of the Iliac Bay. Your eyes lifted from the water to the sky. 
'lb die west: utter dark ne^S" clouds hoilinL' with Hcrce Inlensitv obliterated the sun. 

C to 

Vcm did not know how soon the storm would arrive, and you con.stdoreil sailing 
back to the protected harbour of Way rest. But, Wayre.sis docks were not cheap: the 
merchants could charge whatever they wished to travellers llceing from pirates or 
trailers. 




Anticlcrc was not (ar up the coast, and there were bound to be other small fishing 
villages where ^*ou could dock. It was hard to measure the distance to the storm 
perhaps it was out in the Abeccan Sea and \vould dissipate before It crossed the Da}'. 

Unfortunately, the rain began a few mites west of the Isle ol Dal flora. Soon it was 
so dark you could hardly see your boat. But you could feel It. grinding and cracking 
every time a wave struck its side. The waicr had darkened to a blackish violet. Your 
I magi nail on was suddenly II I led with fables of the monstrous creatures that lurked 
beneath Iliac Day: weird tentacled beings, women with the bodies of eels, 
flcsh'cating Hsh... . 

You pushed such faniasicsaway. and concentrated on the present danger. The 
rain came out of the darkness like an endless kinrage of spears. The sound ofit 
merged with the crashing of the waves, the splintering ofyour boat, and the high* 
pitched howl ol the wind. You were becoming deal as well os blind. You numbly 
steered the .ship in the tlircciion that you hope<l was nonh. 

Your last thoughts %vcre directed on an ink black shape, rising ahead olyou in the 
deep gray sky was it the side ol a clil) or a darker lut^' ol the storm? A blast ol 
water rushed over the side of the ship, can^'ingyou over. .As you plunged into the 
dark and feximing bay. you saw your ship dive beneath the surface as il in imitation, 
and something struck your head. 

You came vci^* near to death, but by sheer willpower you won the struggle against 
the vortex beneath the sea. The storm had intensilicd to an unnatural tempest, like a 
living thing at the command ofa malclicent master. NYuli desperate. Hailing hands, 
you gripped an outcropping of rock and slowly, painfully, pul led yourself tONvard the 
clilTs edge. The waves crashed agtiinsi the stone wall, cracking the vety surface of 
the precipice. Stones jarred loose from theclilTand became deadly projectiles. f\s the 
entire cl Ilf face began to slough into the sea, carnnngyou with it, you s«*iw the small 
cavern opening. You fell into the shelter. 

Your eyes w*ere adjusting to the caves gloom when you hcani the blast behind you. 
Forasecondyou panicked. You were buried alive! Thonyou saw the tunnel— your 
only wav out. 
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Starting Option.* 

When D<ui{ffri\ilt\^ ll^^^ [ikkIciI. ihere are ihrec o|iiions: 



Load Saved Game 

Ifyoii already have a cli a racier in i lie world IhtjfiMall, ami you wan I loconiinue 

hi;; or her acKxmures. sckxi llii> opiion. Il lea<ls in die saved ^mme menu In choose 

Ns'hich siorv' vou wish Co resume. 

» % 

Start New Game 

Seleci l his op lion ihc llrsi lime you play Ihigtf^rUtll, or any oiher lime ihalyou want 
10 creale a nesv character and Ivgin a new game. 


Exit 


Select l his 10 leave the pro^n’am ami cndyouradveniurini: lor now. 


Character Generation 

A role-playing g«nme Is all aboul assuming another persona. The firsl pan ol the 
game* ihereibixs is deslicaleJ locreaiing this person who wilt be your allerego in the 
world ol’ Daggerlall. Some people like lo spend hou reconsidering option.'' and licl- 
dling wiih stalislics. w hile olhers warn to jump into ih? game os i^uickly as possible 
and develop their character as they play. Thus, there are short-cuts and long-cuts in 
Characler Generation, dcpenilingonyour taste and moml. 
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Sctccrincj ^ l^omcLcuvl 

ll you picked lheo(nlon Sian New Game, you will be llrsl asked to choose your 
characicr*s homeland. There are nine provinces ol Tam rid. and eight olThcm are 
home to unique races. Whenyou pick your character's homeland, you are really 
choosing the race ofyoiir character. 

Click on the province you \dsh to be your homeland. The Imperial Province, hav- 
ing no indigenous race, cannot be chosen. The details on the provinces and l heir 
native people To I low: 



hammcrfctl 




Imperial Province 


Bbck 

.Mar»h 


Vatemscod 







'c!SirrifCU*9^ 


Nords 


‘Htvchi^^cna nl Skvritn area tall and lair- 

% 

li.iirnl pcdple. Strong. wilirti).4iiiil lianly, 
Ncirib are lommis hir their rcsisianrc to 
HiU. even m.'igical trust, and are known lor 
ilu'it .IS w,»rriiir>. 


I X‘>ie tided Iriirn the gnsit vats ortlie de.^en 
the Kliajiil are .an agile, iiiirlligenl, nml 
li.inb fico|di*. Some i.hii.w To decorate iKcIr 
I, ires in the Myleol their lelineariicstors, 
and inoM all, given the inclinaiiun, make 
e.Nvellent thieves due lo tlieir dimhing 
ahiliiies. 
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H.itnTncrfcll 

UeiiguarUs 

*rhc most naiunilk taivnieil warnors in 
Tainriel. ihciLrk Rvilguanlsiil HuniniL*HL*ll 
seem lo liavr Irecn crcaietj for lunle. In 
aiklihon lo 1 heir at Unity loruvajmnry. Keel* 
euanUare Ues&etl with haidvconsiiiiilinns 
ami t|uk'kness ol lm»l. j 

High Rock 

Bretons 

1 lighly imeljjgem ami vvillluL the Bretons | 

have a naiurul Iwnil with the Inrcesol mag- 
ii k.i. Many great Mwccrer> have come *n(l o\ 
High R(xk. ami wen the humblest Breton 
can Inust a high rcslMarue lo llic ilesinieiive 

|ktWCI>i>l iii:Lgivli»i. 

Black Marsh 

Arguninns 

The 51 nmge reptilian jK^oftle ol Black Marsh 

seem et^ually cimiltMialile in the water — 

surelv no other race ol *1 am riel can iwim 
• 

his ter or lor longer than Argomans. An 
intelligent. (|uick-l<K>ietl. aiut agile |>cople. 
Argoni.ins olteii train in mageiy and 
lhiever\*. 

Nnlcnwood 

W<hmI I'‘K cs 

The linesi archers in Tamriel. the Wmid 
MUesikl A'alemvnmiarc niiiilileanilas ijuick 
as the xvind. (k;cause ul their ciinuiJ*^ 
naimcs and natural agility. Wiun I ICIves 
olten licioMie thieves. 

Sumursci Isk* 

High Hives 

The tall, giililen*skinneil 1 (igh Klxes are easily 
c<]ImI to Bretons in soreenuisahtlityihii* to 
their high intelligence, lone ol xvill. ami 
agility. Tliev arc more Misieplililr to s]k'IU 
iImm the|K'o|>leoH ligh Roik. hut hy ihelr 
nature arc mmplctely imimine n> [x^irulysiiimK 

MurrosvimI 

Hark Hives 

Theihiskv, Dark Hives ol 

• • 

.Momixvind are a strung, intelligent, and 
iliiick^liNitn] [icopie. They are legend.'irN' 
sorcerers and xvarriors. sviih a fxrowess xvidi 
swonl anil Unv rivalling that of I he Beth 
guards and WihmI l^ives. 


// 























Alter choosing a homclund. you will be asked lo pick a gender, and then your 
charactcr'it Vlctss." Your character's class is the equivalent of occupation and phllos* 
opliy. It IS the I rain c work Tor your ski Its and strengths as well as what you consider 
important and worthwhile. There are eighteen classes from which to choose, and if 
you want to personalise the character even more, you can create a custom class. 


A chiiracicrs class should be selected with givai care. 1 1 you are not sure what 
class best suits you, take advantage ol the ne.M character generation option. 



tr«ti A l($t ei 
Mv. You 

ercAU vour oun euiton 
C84/«Ct«r C\9S^ tv 
tus option? * 


VOUr CMfOCtOTA 

tt Aotomlo* M Mst 

con»«ttt>i« tt v«u? 


Clioose from a list of possible chtsscs to play 

This first option yick Is a list ofall the eighteen character classes. IDouble* click on 
one of them to pick It as your own. 

The liLst cnin' on the scndl is the 
Custom option, ifyou decide you want lo 
pe rson a li se y o u r t» w n 1 1 n ii| lie cha rac l er 
chiss. I* or <leiails on creating a 
custom chanicter chuss. see the sec- 
tion “Custom Cbiss Generat ion" alter the 
Character General ion section. 

Generate your character s 
class by answering ten 
questions 

This sccciiul option starts a set ol ten questions 
that will determine the character class you are 
best suiiod to play. You can. of course, choose 
to answ'cr the questions in the perrona of 
your champion, instead ofyou, the player. 

Use the result only as «i guideline. You Jo not 
have to select this class as the one you wish 
lo play. 
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Sccvndcvr-t'l ^ Ncvrcvctcr OLcvi?:5C25 

Thievess 

Crime most certainly pa\"s. Ask any rhicl. The ihiefis I he most versatile crimitial d 
capable of any skulclu^'gen* ami sham. For ihidly skills, a hidi .kgility is essential a ml 
tnieiligenceand speed arc also ven* imjwnant. A Ireelancc tlnel may Hnd ihe tide ol 
the lawovenvhelming. hut a member ol ihc Thie\*cs Gmid will havcevcniHl the odds. 
01 coui*se. working against iheodds is olien the ven' spice the tliiel dcsire.s. 

Mnuuy SlcilL*t Pick pcn-kc ting. Stealth. Short Ulade 
Mtipr SkilL*: Packsiabbing. Climbing. [.(H'kpicking 


Burglars: 

A good burglar can strip a p.ilace to its loimdations without waking a soul. I.et the 
vulgar dcliru|uents mug and kill Tor their gokl — the Inirglar Is agile, silent, and cui> 
ousasa cat. Sometimes it is the challenge ol a Mip|>oseillv ins unnoun table lock or a 
tireless gu.nrd that sets their hlooil to l>um. Moreolten. it is simf>le greed. I ligh 
agility, sharp intelligence, and sftecd mark the .successf ul burglar. 

Pmuity SkilL*: I a>ck picking. Stealth. Climbing 
J/rryiV*iS777/a; Mercantile, Dodging. Running 


Assassins: 

This is the busine&sdike uuitiuleol thciLSsassin: we are the merchants whose com- 
modity isilcath. Cohbhioodcd and ellideni. ihca.ssiLssin is trained to it ml weakness 
and to commit murder lor a profit. The Dark IhotlierluHicI is largely composed ol 
a.ssiis.sins. and casts a hostile eye on iWelanccrs in the field. Still a smmg. itgile. ami 
ijuicklooted solo assassin can have a long, bloody, and lucrative caivcr. 

..^^ 7 //*.* Critical Striking. Ikick.st.ibbing. Stealth 
.//uyhrvS7'///e Short Kkule. Lonu lilade. Mlurit Weapon 


[Rogues 

Ktjual piirt.<> I hid and warrior, rogues do luil avoid commit like most ol the other 
ihidly classes. After all it isohen elllcacious to I teat a few heads to get to the gold. To 
this end. rogues arc trained in a variety ol weapons in addition to their ihiclly skills. A 
strong arm is as important as nimble lingers to a rogue, and spccily leet may he most 
im|M>rtani ol all. No one gets tii and out ol as much trouble as a rogue. 

Prinutiy Sklll.K Ixmg DIatle. Climbing. Axe 

SkUL*: Pickpocketing. Packs tabbing. Streetwise 



Acrobats 

An experienced acrobat is as difTiculc to hir or hold as a drop of quicksilver Dexter 
ous to a superhuman degree, acrobats are remarkable I capers, climbers, dodgers, 
runners, and tumblers. Not surprisingly, agili^'and speed arc the most important 
attributes for acrol>ai.s. 

Prwttiry SHILk Jump\r)”. Dwlglng. Running 
Climbing, Hand-to-Hand. Stealth 


The common bard seen emenalning in taverns i.s a wandering stoiy' teller, a singer, a 
dancer, an all-around performer. Some who have mastered these diverse skills have 

be considered a ''lack of 


taken tocntci^srises other than amusement. The bard may 
all trades," for, in addition to the iraclitional thicDv skills, bards arc trained in social 
and magical skills. Agility and intelligence arc essential lor all bards. 

Prifiuiry Skill*: Streenvi sc . Et iq uetic. Pick pocket i ng . 

AliijW Skill*: Sxc:k\ih, Backstabbing, Critical Striking /\ ^ 


Warriors 

In asensc. the warrior Is the standard against which 
all classes arc judged in terms of strength and versatil 
iiy. /\s the name stiggests. a warriors milieu is physi- 
cal combat. They arc the ultimate lighters— capable 
0 1 using any w'eapon. any armour, an<l any shield. 
Strength and endurance arc the most essential 
attributes for warriors, though agilin* is also an 
imfiortant lactor in combat. 

Pfitniify Skill*: Ax*:, lx)ng Blade. Blunt Weapon 
A/iijitr Skill,*: Haml-io-l land. Archei^', Short Blade 


i\mgnts Mc the wamurs elite, out tncir sphere is not 
warfare alone. The v arc men and women of honour 
and breeding, the force of chi vain* in a saviige land. 
Like warriors, knights have high suerngth and 
enduntnee, but they rely on their high personalities 
in social situations. 

Priniitry Skill*: Long Blatic. Etiquette, Blunt Weapon 
AIitii*r Skill*: Aw, .Archers', Shon Blade 


Rangers 

Even as civilisation slowlv wins its bailie with the wildemessr ihe woodland war- 
riors of Tamricl. the rangers, are unchallenged in their environment. Rangers are 
hardly savages. They are supremely adaptive lighiing men and women, sometimes 
guardians of the forest, sometimes protectors of travellers. Whatever the individual 
goal, it behoves a ranger to have great strength ami endurance. 

Primnry SkiiL>: Long Blade, Axe. Climbing 

/Uttjor S/ cHIk Swimming. Blunt Weapon. Critical Striking 


yVrehers 

Archers are specialist warriors whose weapon ol choicc is the bow. WarritJrs who 
prefer close melee have called the archers long-distance attack dishonourable, but 
to the archer, clTcicncy is most important. They cannot waste their arrow shots as 
conventional warriors can waste their strikes. High strength gives arrows more 
power, but high agili^’ Is even more important lor the archer. 

Priintiry f\rcht:ry, Hand-lo-Hand. Dodging 
A/ajW Sti/L: Axe, Blunt Weapon, Critical Striking 

Monks 

A\onks owe their martial artistry* to their superhuman mental discipline, Their bod- 
ies and the weapons they wield are one. and such confining annoyances as shields 
and armour merely get in the way. Many monks even choose to reject conventional 
weapons, relying on their hands and feet alone to devastating dlect. Strength, 
endurance, and willpower are important attributes for monks. 

Primary Skilb: Mand-lo-Nand. Critical Striking, Dcnlging 
Alajor SkilLKS\\‘\\x\vti\ugt Medical. Blunt Weapon 

Barbarians 

The true savage warriors of Tam riel, barbarians hail Irom the wastelands, where 
only the strongest and hardiest sur\*ive. What they may be lacking in social llnessc, 
barbarians more than counterbalance with their battle prowess. Barbarians have 
veiy high strength and endurance, and the highest starting health bonus ol any 
standard character class. 

Primary Skitb: Blunt Weapon, Long Blade. A.\e 
iUajar Skilb: Hand- to- Hand. Short Blade. Running 


Mages 

Thau maturgi STS, m^'stlcs, enchanters, conjurers — all great specialist spellca.sters 
are, at their core, mages. A\ages spend years studying the si.>: schools of magic k.i. 
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combining and juxtaposing ihum locivaic ellvcis lievonJ the kct>. Intelligence is 
itnpoi'lnnt for mages, as their spells are powered by mngicha*'paiils” based on imclll- 
genco. A high willpower is iieccssai^' for s|>ells lo be succcssrullv cast. 

Pmu try Skill,K A icism . A 1 1 e ra t i on. Th a u ma i u rg\* 

Att)jifr SkilL*: Illusion. Destruction. Restoration 


Sorcerers 

Sorcerers are much like mages, but with iinpoiiant dilVerenccs. They do not regener- 
ate magicka natur.illy within their biKlies. but absorb it I’rom the spelUol’ miters. 
Tbeir total iitiigicka "pcHdls mucb ga»aier titan the mages — indeed, ihey have the 
greatest magical potential id’any ol’llie btamlaul ch.aractor cl.-isscs. Like their brother 
mages, sorcerers must have high intelligence ami high willposver. 

Primary Skill*: Mysticism. Alteration, 'lliaumaiurgv 
Atajar Skitt.u Destruction, Restoration. Illusion 



Healers 

A suivset ol mages. hc.ilersat‘c s|xvmlists in the ScIuk>I oI Rest oral Ion. Their powers 
tend to Ik ver^* strong Ibrticlence. but wc.aker In ulVcnce. High intelligence and 
willpower arc cifieniial Tor healers, as they are lor all s|x*llc;isteri. 

/V///w/y.W77/.e Restoration. Medical. IXxIging 
. \hjar Skill*! T h*i u mat u rgv'. A \y s i i c i s nt . A 1 1 erai ion 

Baulomages 

The antithesis ol die healer is the baillcmage. whose 
ci\*do comes 11*0(0 llu* School ol I X*m ruction. OlVensive 
spells I'ome naturally to balllemagcs. as tLTensivc 
spells cotne to healers. Intelligence anti 
wilijmwerare lin|Hiriam attributes lor 
ball lent ages. 

Piwmry Skill*: Destruction. 1 4 mg 
Blade. Short Bbule 

/ \ la jar Skill*: T h a 11 mo l u rgv*. I Xm Igi ng. A\y si i - 
cism 


Spellswords 

Spells words arc the warrior- mages of! am riel, a 
power lb I class able to draw on Imih the inu.x- 
plicablc forces ol magickaand the Icssc.xotk . 
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more dependable weaponn»'. There are leiv men and women more \'ci‘satite lhan 
spellswords. The class demands not only high inieiligenceand willpower, bur high 
strength and endurance. 

Prwutry SktI/4>: Axe, Long Sword. Running 

Destruction. Blunt Weapon, Alteration 


Nighibladcs 

Possibly the most lea red class ofall ts the night blade. They |H)Ssess many ol the skills 
and philosophy of the th telly ebsses, combined with the powers ol the mage, rhuir 
natural agility and stealth, and their ma.stcr^H)rihe School ol’lltu.^sion, mean.s night- 
hladesare seldom seen, though their hand is certainly ieli. Inflective night blades 
have high agiHty as well as high intelligence and will])ower. 

Illusion, Stealth, Dodging 

J/ajWSki/U ThaumalurgNs PickpiKkeiing. lox'kpicking 


Creevrimj 3cvcUcj round Scory 



Hsi start ^ auurAUaJIv 

-V.*' (' • • * 

Vm* V2II ,ta a<liurt 

stertMs iWrtbuttf sfiSllf 


0«eaM veur, d^oroettrs 

.eor««r ,aoMrtnf 

,tW«M inf^OAt; c4rw 
[tKdtvwilf. 


Alter choosing a ckiss to play, you have the option of taking charge ofynurcharac- 
ter s biography or letting us create a sion' iWyou. ;\gain. this is a i|i test ion ol personal 
prclercnce. You may to chiKVic the extra involvement or get to the game quickly. 


Fast Stan 

Select this ifyou want to skip past the hvcivc biographical questions aboutyour 
characters idios\'ncrasies— preiudiccs. talents, s|Kcial equipment, enemies, fnends, 
and other details that make a character unique. The pn>gram will randomly pick 
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answers tn ihe ivs'clve <jucsii<ms. You will siitl have a background sioj^v but you will 
not have to pick all of ihc details yourself. 


Choose Your Characters Career Path 

Select this option ilyou want control ovcryourcharacters background stoiy. You 
will an s^v era series of multiple-choice questions, and each will inlluence one or 
moa* of the following: starting skill levels, anribuies, invenloi^*, reputation, .nil illa- 
tions, special abilities, and weaknesses. You might even create background friend.s 
and enemies who may have cameo appearances in the game. 

The next screen enables you lo name your character. /\ny name will do. pmvide<l 
that it is no longer than ihinv-onc charactei*s. Simply dick on the lop panel labelled 
“Name*’ and type your character’s name. Then click the red OK button in the bot- 
tom right-hand comer when you are linished. 



Tlic next screen allows you to pick your characters face from choices determined 
by your cha.«n race and gender. Cycle through the possibilities using the PREVl- 
OUS and NEXT buttons, and when you have picketl a suitable face, dick on the 
red OK button in the Inn tom right-hand comer. 



IS 

I 

1 






The next screen shows vour linal aliribulc scores luscd on \*our class, race, and 

« to 

background /VII aliribuies range from 1 lo 100. wich 50 being ihe average score for 
a character. There is a box to the right ol wur atiribules with a random number of 
bonus points. These can be useil to add a lew points to selected attributes. Click on 
the at tribute you want to raise to bring the bonus box to that attribute, and click on 
the top arrow* of the bonus box to transfer bonus points to that .ittribute. If you 
decide that v'ou haveadde<l too manv. use the bottom arrow to remove at tribute 
points, converting them back lo bonus points. .Ml your tionus points must be spent 
before clicking OK and going to the next and linat sci*ecn. 






Arrr/hurc 


Strength 

(STR) 


Intelligence 

(INT) 


Willpower 






nXhhpci 


Strength alVccti huw much 
dam;ige vou c.'m cause in lioml'Ui* 
kinil «ind weapon comkit. and is 
a lac tor in 5trenglh*rvl.<u*il >kills. 


1 niv I ligeii cedi rcc I Ijc a 1 1 ec t > 
luiw much mopi'ka vou Mure Uir 
costing 5}K'll5« and Isa I actor m 
intelligence* related sldlb Mich 
rwgoii.l 1 ions ami lockpickine. 


n.itn.tgc: iMulillcr to the an ion nr 
of damage vuu r.in iiitlici with 
your h.imUora ^seaptm. The 
higher the numl>er. the more 
d.im.ige is addeil to a Mrike. 


S|K'II Pomt.M lire ammiiii ul 
in.igickayoN have with which 
10 cost >)H'lb. .^lo$t cla.vNe> have 
|/*i their Intelligence in «>]h? 1I 
|H(|iil<.»6omc clij.«*>es have 
rnagicka ponU as high a> three 
time^ their intelligence 


W1 1 1 jKivv e r di rec I ly a I let ts 
vour aliilil V to »ucle^^l ullv c.v»l 

to » to 

and resist the ellecis ul oilier 

Si|K'IU. 


•M.igic 1 h'Icoie: 11ie [icivilty or 
IwMU^ymi hoc e to reM«l ah 
op(M)^ing spvllcaster's s)>elb. 


Agility 

(AGl) 


Speed 

iSVD) 


v\gil iiy ( I irec 1 ly all ec l s c h.inces 
ol hitting an enemy with » weapon 
ur sf»ell. and ol avoiding an enemy s 
we.ifH>n or $]>ell. 


To Mm: The lK>mc« or penalty lo 
iheiuldsol MUceM*1iilly Mriking 
an op]Minciil. 

To Del end: The bonu^ or penally 
to your armour rating loosed on 
MMjr ninihlvne$>. 


S[>eed .ill ec'ts your movement 
rale and alt .^pevd adated skills. 


None 






T 1 1 L AiLiL^tLrizn^ian.rLJirr^ 
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Encluroj 

(END) 


Em lu ranee Jiixcdv afloci.v 

to 

your nuenWrot health points ami 
lu^nlin^ rate, ami is a be tor in 
a'5isiin|! |H)L<<>as. »]>clis. and 
iatigiJe. 


Health: Hus number is ail il eel lo 
>t)ur health poims whenever yoi 
nse in le^’cl. 

Heal Mud: Mmliller lo health 
recovered lbrevcr\* hour i>rrest. 


Perborulilv 

(PER) 


Per»una]iivdirviilv all ecu 
other [KHtples reactions toy tut. 
you n hills nrimpTiSsing them in 
consvrstiiun. ami is a laciur in 
IvrsuiMlitV'ivl.ilcd skilU. 


latck has a small vll ect un most 
any aeilonyou (leHbnn. Imm 
arming an arrow to grilling a 
Thieves' Guild stooge. 


Ueroll 

are not tsiitsHcd with the attribute points os distributed, click the Rcroll bui*^ 
ion and your attributes am t Ihyrus points will be a*calciiiatcd. You can re roll as many 
limes asyou like. 


Save Roll 



II you arc reasonably satislied with your aliribuie points as disiriU 
uteri, but want to in* your luck at a rcroll, you may want to click 
Save Roll lirst. The current distribution of poims wilt j 

be s.'ived, and then later loaded back llyou never k/j 
get that dream roll. 11 you have ■ ■ 

a roll saved, and you click Save n 

Roll, the new mil will Ijc saved in 

place of the old roll, so be careful. \ \ y^illHCT 


llyou have a distribution of attribute 
points saved Irom an earlier roil, click un 
Load Roll to bring them back up 
ngrtin. 


20 














Afccr Imalismg^vour inaiorallribuics, you an? askol lo do dicwmc lor your pri- 
mary', ma)«r, and minor skills. l*lach skill has agovcniing aiiribulf which acts os the 
skills upper limit and is factored into some equations when the skill isused.Tlw 
ii>l lowing Isa comp I etc description olall the skills \n D<\g{jai\ilh 
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TIk* School mI Alicr.aitm i>»ork‘<il ihc»it 
.ivvmie^ ol nugic.il sillily. TliU SvIuh>I 
t uik cni<» il>vH svith uk,igicka'^.ihility In 
1 lunge, iillcn radii ally. ihcMruiimv.iiu! 
iomjMiHiion i>1 .inynhiivi, Tnliki* ilic S IumiI 
< 1 1 ] 1 1 II >, h m . M I era t iiin i svii 1 1 .u' | ti a I 

1 lunge, mil lliv.ipiHMr.mwol ii. Slim tailing 
tiiid Shit*lil arc lun cLcvdc s]h*lU iil the Sc In Mil 

III .Uiviaimii. [luying.iTViiiing. .imliasiing 
*\K'\U lit .litem I ion lire lt*v^cNpcn>ivc Im 
iM.igv'»«Lillcil in this |Mlh 


L'lkimi icfN>kilk’d in .\r<hcty arvlcllulh 
.icair.iii* with Um v.nul .inmvs Ymir 
Anil cry ^l^ill is .\uiom*itii ,illy « hcikcil when* 
civrynu iisr j long Urn or a short Urn. 


Cluir.u lcr> wiili gnut .\,\c .skill .ire lnM .tl 
Mhkiiig raretis .iinl do mg dam.igc with «tll 
kir< Iiei-Mvlc. \liu|*|Mng swiiponssiirli os 
kittle a\e« ami w.tr «i>e.s 


^~TTTT^nrS^T ^ — y 
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AcZrihuCc 


*ty 








An ungenilcmanl;^’ but uselii] skill, Backsmb* 
bing Uautomaticdlv clii'ckcd whenever >'ou 
Mrike a tar^ei from Iwhintl. Asucccssl'ul 
lMickstabdeli\Tre three limes the normal cinm* 
age to A target. Getting behind a target tiware 
devour presence is quite a iliiTerent challenge. 


Your Blunt \Vea|H>n .^ikill is checked 
whenever ,vou attack a target with any h^avy, 
dubbing weapon such as a mace or a stalT. The 
beiier>'iui ore, the more likely you are to hit 
and the more damage you an? likely to inllict. 


Your Climbing skill is automatically and con* 

I inuaJly checked when everyou attempt to 
scale any surface. Ifyou slip. your Climbing 
skill isAgain checked asyou attempt to regain 
a handhold. Cal burglars and dungeon d elvers 
shuuld invest time into developing this skill. 


A character who is skillml in Cntical 
Striking knows how to indict the greuicM 
amount of damage to any target. This docs 
not I ranstaie as greater accuracy*: but if a sue* 
ces.sful hit is scored, a veritable e.xplosion of 
dam.*ige W’lll result. /Vssassinsand other bust* 
nrssdikc iM'cdatorYfas'ourthisskill. 


'Die School (ff l!)estruc(ion is one of the 
six avenuc.s of magical study. This School is 
concenieti with the purely de.slructlve capnbili* 
ties ol inagicka. evident in spells like H reball 
and Acidic Held. Buying, creating, and ca.sting 
a spell devised to harm or destroy n target is 
lrs.s expensive for mages skilled in this path. 


Before something strikes you. svhethcr il be 
a spell, an arrow, or the business end gf:i 
claymore. your Dodging skill is automati- 
cally checked to see II the blow strikes home. 
Shield Spells and good armour arc e.xcelleni 
defenses, bur the drst and best defence is 
avoidance. ;\nd dodging is just that. 















SLiLL 

C/tn CT^h^ 
ArrHhi lie 

Dcj«*r»^»rxt»ft 

f 

Eciqucue 

PER 

1 f 

Characicre ^killctJ in enqueue are charm mg. 

mannerly, xviitv. anti defcrcntiitl — die tlar« 

• • 

lings ol high society. Nohles and meivlianis 
are won twer liy ihU behaviour and aa* mrine 
likely to champion you as ”one ol our own. 
Selecting the POLITE tone while in 
dialogue dut omaiical ly u su s i h is s k i 1 1 . 

Hand- 
10 - Hand 

ACl 

Chamciers with great HdmL]u*l land skill are 
martial artiste capahlc ol punching and kick* 
ing targets whh great accuracy and damage. 

llluNion 
(School 
of Magic) 

WIL 

l1ic School of Illusion is one oh he six avenues 
ol magical study. This School works sviih 
magicka in its cap»iciiy to camnull.ige. illuini* 
nate. or ol>sctirr wiilioul changing nn ohieetk 
structure. Invisibility and light are iwoofilu* 
Scfimds most kisic Sfielis. Uusnng. creating, 
and costing a sficll ol illuminaliun are less 
expensive for mages skilled tnlhls [xith. 

Jumping 

STR 

The more a char.ulcr is skilletl at .Jumping, 
the fun her and higher he or she can leap. 11iis 
skill ischvekvil auiomuiically wlieneN'eryuu 
hit the .lump key nr strike I he right- mo use- 
hut ton while the leli-mousc-huilon is 
depressnl. 

Ijingungcs 

INT 

Some monsters can lH*|%icilieil wiilunii rcsoH* 
ing to sficlU .and swords. 1 Imsever. the charac- 
ter must Ik able to speak (he creaturr’s lan- 
guage. The lol lowing langu.iges.ire.ivailable.as 
skills: Ceuta urian. Dacilric. Dragon. Giant is li, 

1 laq)v, Impish. N\inph. Orcish. Spriggiin 

1 I^Kkpicking 

AGI 

Your Lock picking skill is checked whenever 
yni .M tempt 10 pick the lock on n dtxjrora 
chest. 

1 Long Blade 

STR 

Characters wiih great Long Bl.ide skill are 
best at striking targets and inHiciing damage 
with all long-bladetl. shushing ueapuns such 
as claN'inores, longssvunls, and kaianiLs. 
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A.CCriht iCc 



Cli.irjvu*f> wt\h uoikI lie'll skills aasiMc 
loiluigmiscadJ in*ai woumls.niJ disL'ascs 
i|Uiclvly»(nil dleclively. Tkc^kill ifiauinmaii- 
cally exL'nif^ctl whvnyou ivsl,n|u*i'aiing mi 
llicas»diii|M»mi ih.u l)v lore you sleep, you 
ire.il \oiir iiijurivs. Tills itmiIis In a lilglier 
liiMliiig mU' while sk*e(Miig. 


Wheoevvrymi aMem|M ii» haggle wiili mer* 
chaoi^ over prices or iliscem ihe market 
value nl any Mem. your Mercamile skill .imo* 
maiicjlU* cumes iiUo play. 


'I1ie Selim »l iil .Wysiicism \s one oi the 
MX .1^ el Mies of magical Muily. Tins ScIukiI 
ex|H*rimenis with the iiu>s{ arcane ;Lspecls ul 
Hiagii ka anil ex |m ml log these "acek left Is** 
iiiloa usel'iit if ecliH'l Ir range of spelU. 
Ihvaiise I he forces Iwing manipiilaieil hy 
iN\y.siieisiii arc < king emus ami iinkmuvo. i lie 
9|K*II elKvts arc purposelully sjiecillc. They 
Inchule Kir Silence ami Sniil Trap among 
in.iov others. Duying.cre.iung, amlcosliiig 
»|K*]ls ol mystidsm aiv Ir&s ex|H'n«ive lor 
in.iges skillet I in tliisex|ii*rlmeniai palk. 


Your l'ick|Nickvilng skill Is auumutically 
checked whenever you attempt I o sneak 
an item oil another jH^rsim or engage In a 
little shopldting. Not snr|)ri singly, those 
with a higher ISck[HH*keting skill gel caught 
less olleii. 


The Schoiil of Rest ora turn is one ol the six 
avenues of Illogical si tidy. This School U 
devoied to the saliihrious and stHilhing posv* 

ersol niagiika. evuleni In »|h*IIs like Cure 
IVhsoii and IVoUV UltHHl, I3uying.cre.miig. 
ami c.isting u ••jH.dl devised lu heal a l.irget arc 
le&s expensive tor nmge$ skille«| in this |Mlh. 


You enn move lasler hy holding down the 
run kevu liilc movlni:. Mou much I tester voti 

• M * 

move depends ii| him your Running skill. 
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A.CTfihiCc 


Thnumnturgv’ 
(School 
of Magic) 


ml 

e: 

V 
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Cliar.icicr$ with grcai Shori Bl.iilv skill arv 
licM ai »inliin{s Mrgci» ami doing Jainiige 
wiih j)l .dtori4ji.ulcili suhUng \u*.i}Hins 
suchn^ Jasgci's. Ijiiios, and shod svk'onU. 


Wlivn vou approach any olhcr LTcaturc M 
half .s]k^d or I os, your Sicahh skill Ls a mo* 
inalicallv chcckinl tosccil llivv nolicc vmi. 
Oilier factors come into pl.iy, including I lie 
hiilkiiii*s.>oryoiir(.lulhing. ihe lighi, and (lie 
crvanirvs (icrccpiion. iryouarc^uDlcicnily 
»icalih>. dies* won't nuiice vnu. 

4 ^ 


Charnel era considered Sireeuvise know all 
(he ikmg. aiiitude. and tone needed in be 
reaper I eil hy die I nngcsor.vH'ioiy. Under* 
svorld liguresand jH'aicinla lend in reajHiitd 
lie Her u> people who adopt i heir style. 
Selecling I he BLUNT lone svldle inilia* 
higiic.iuiom.itkally tiH*s this skill. 


A l)elter Swimming skill gives you mure 
ajieeii ami vm Id ranee in the water. It also 
cnaldesyotl li> hold y on r Urea I h lunger. 
.\rgoman^ have a naiur.il advanlage in this, 
hill liny* can imp rose tlieir.ihiliiivs wiili 
ihis skill. 


The SchoiM of Thau mature* la oihmjI 
I he sl.v a> enucs of mogit al .siuiK'. 

Th la Sc 1 KK il Cl mcen t rat es on ^ • 

e.x( loai ng or i iia I ii | »u I at i ng » ^ 

knmvn forces and nhjecis 
wiihin I heir natural Livvs. 

It is evident in spells like 
I .ec i I a I io n a m I I X'l eel lo n . 

No 'lliaumaiurgical s|H‘II can 
permanenilv change die 
appcaniiice or.siruciure ol a 
lorreorohiect. Buying, 
crealing. ami cioniiig SfH*lls 
ol .ilicniiinnare less 
cxpeiisixe lor nioge.s 
skilled in thU [>adi. 
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Priman' skills are the most importani skills — they arc (he ones you probahlv use 
rhe mosi olicn. (he ones in which you excel, and (he ones you can improve mast eas- 
ily. Second in im|wrtance arc your A\aior skills, followed by your Minor skills. Fol- 
lowing your iMinor skills are all I he other skills, I he ones not considered important to 
vour character class. They are referred to as Miscellaneous skills. 

m ^ 

Ifyou wish, in the course ol the game. you can even impaweyour A\iscellaneous 
skills and become <]iiiic an c.vpcn given lime. However, they will never be as easy to 
improve as your Primaiy', Major, and even your Minor skills. 

As in (he pawious menu, click on the skill you wish to enhance with bonus paints. 
Use the loll and right arrows on the l>onus Ih)x (o distribute all your bonus points. 
Then dick on the red OK button in the Iwiioin right-hand comer when 
sat is lied with the distribution. 



The llnal screen in character generation is your last chance to make any changes 
to your character. Ixiok ovcryiHirattributc scorosand skill points carefully. Ifyou 
fed that you must change something more than a lew points in this skill or that 
attribute, pick the Restart button to begin character 
generation again. 

Otherwise, pick the red OK button in the bottom lori-liaiid comer and journey on 
to Ihtijffrfiili 
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Character Generation Option: 

Cuisrom CXcxiJi? Ljcncrcvcton 


Ifvou warn lo make a character who is iriilv vourown creiilion, consklerihe Cus- 
tom Class Generaior. This is available by choosing 'Custom, ' ihe last "class’* choice 
listed. 


Name 

Kver^ class must have a name. Uememl>er that ihLs is your name lor your clnssi 
not Tor your character* ami ii cannot lie longer than ihinyxme duraciers. 

For Exitmplf: 

I lea/U to ploy it opy w Ihtififirtitlf. .uf / t'lu't oo I In' liiw ootrlyif "t Ak/wr (y/*r in 

the w’on^ "opy . " 


STR. INX WIL, AGl SPD, END, PER, LUC 


\ivccy class ha.s strengths and weaknesses. Adjust the minimum at trilnitcs lor your 
custom cL'iss by adding poinis to more ini|)ortani attributes and .subintcling them 
Irnm the less es.scntial attrihtttcs. 

You cannot add more |K>tnis than you subtract. Re mum her these are the minimum 
recjuiruments fora member ofyourcusiom class, not for your character it.sell. So 
though they will inlluencc the ailribuiesol your character, they will not equal your 
c h aract e r s a 1 1 ri h u i es. 

F<ire.\'iimp/e: 

Spieo wt'ft hiy!)er than ai'cnith' pi'f'*'***utHty .hvw-» to ehttnn atu! heUMf, .>0 / ilivi on 
my FFI(oefi/Y4WttiuhU^/rifinh to it, /lutkiny the mmi/un/n fvr.unut/ity fora %<py 6\ 
Spieo iti.'o neei^ii little biyher H‘illiH*uvr tootamhtp to /t>rf we, ^j*filnt.> to \\'7L 

iV</ir / furtt toeuhtnh'l 20jHfinto/nmt rny other atirihnteo. 

Spieo rely on wito rather than on otnnry amt taelieo. oo lotthtrael 7 pomto trim my S TR 
tolni HiYiutoe / am not planniny on th'iny a opcllenoter. Keel e<mfi<knt in lonermy my 
etiUKio lutec intelliijenee oeore. Si* ! oahtniet lOfHHnhfonn /XT. The other attnlrnteo— 
ay i/it y. .pie A eiuhiranee. aiuUnek, all. vent alniii,»t no e.*,*entia I toopieoaoperoonality iWft 
II '////!< >11 vvr Rehuiantly. lonhtrtui yfk*into fn*m I A 'C, amtiteKitk to tivrk ayainot/ate. 


Primal^', Alajor, and Minor SkilU 

Click on an empty $quai*c to bring up the list oi all poSsdhIc skills available in 
Dayyerfall. Scroll down the list and double-click on the skill I hat you wish to add to 
that square. No square should l>e left empty. 

'lake your time choosing a skill. A class is delined by its skills more than by any- 
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tiling cl$u:. so choose wisely. II you are unsure ol'lhc ddinition ol a skill, right^lick 
on (I to get a text description. 11 you ore still not certain* look il up in the Skills sec* 
lion of this (nanual. 

Remember, the ski! Is you do not pick arc still going to be available for your charac- 
ter as MLnccllaneous skills, they are just going to be more difllcult to Improve than 
your other skills. 

For<,xiimpU: 

I firM tlx lYmarpAili\(i*rm\i^*p\jcltus*. HACKSTA&hlKii, .S’7V^I/.77/. tuu^ 
ClAMM^Q till to mtmUh* oifropridU. ETIQl 'E'rri\, STHEETW'ISE tuu^ 

nOIXtING tuY tiliiuvt iU* im/fttrfitnts •u* / t'lnuKx tlx/n oo Ahior,iiill,K Ewullv / pick 
t7^/77rd/^.S77^//i7AY7. EOCKPICmV. E/ChWCKEma S/Kmiil^WE. 
JAWOMAD/u (t/u^AKC/iEHVito (Ix/W/torAlll*, So/wof f lx other, o/oo look 
helpful, hut I knoio rihteet^ tbe.xiit'ehY. 


Alavimum Health Points Per Level 

Add or subtract I mm the delaull value ol K to inemose ordecreaseyour characters 
health increase per level. Note that increasing this number will increase the dllficulty 
Ibryour character class to advance to the nc.vi level. The dagger on the chan Skill 
Advancement lor Clasa shows the mlaiivc dillWulty of this advancement. 

For relcrenee, warriors are the norm, represented by the dagger at the middle posU 
tlon on the ch.irt. »Mages generally advance more slowly, so their dagger would 
appear higher. Thieves advance more ipiickly. so their dagger would be lower. 

Important note: ma.xiinum heahh point per level score of 12 means that when* 

cveryour character increases;! level, he or she will earn between I and 12 health 
points. U docs nut mean that the characicr class will automatically receive the rna.xi* 
mum 12 health points at a level inn vase. 

Forexomple: 

Spleo trytoomt^foothil, ,h> w the h/tereot of lettiiuftlxm oMmve filter, / ikeUe to 
t lernro. *e tlx mn.xmwm Ixolth jnmt. » fvr leoel U * 6 rat her tlkw S, 


Help 

Select this il you want on-line help with the character generation system, You will 
be given a list of help topics: general, skills, class name, health points |h.t level, spe- 
cial advantagL' 21 , s|X'cial disadvantages and edit rcpuioiions. 


Edit Special Advantages 

Select this to give your character class special abilities, those little perks like the 
barbarians’ rapid regeneration and the sorcerers' ability to absorb mogicka from 
spells cast at them. Adding any of these abilities increase-^ the dllllculty of raising to 
the next level m «a characters class. Some increase ihediiriculty by more than others. 
The dermitionsol the special advantages follow: 
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aiiOi»7ir»i.ijnj:a.t:«j<.^jii'^. ij l 1. 1. l j. i.^ t-» 


j:. xra.vu i*ri.»iji^iii-n»i;iaiift!niJ I'oi 


Sf >ccicit Cl CiS:i 

AulMU^CtMjC 


Resist an ci* to 
<I lamilul /^cni> 


Immuiiit^V' to 
< Harmful Agent > 


<?» 

Ui 

b 

Ihi! 

itbt 


Spell Absorpiiun 
(ientmt 
tn h)ibt 
f/t 


Rapid l lvaling 
iUiuml 
in itiijbt 
tn Dtirkttf^* 


Rvgenurnic Health 

Cfnenii 
tn l.iitht 
tn Ar^Xw•^• 

\X'biU tnunrrtftt 

in Wntrr 


Ikmils (o ( lit 

Dnrttrti 
HtinuuitUiXi 
. \nhiutl>» 


r>rfi 


niCu>it 


AWmliers of a cKarauvr cta&s ptM»essing Resistance are mure 
capable »l resisting the harmiul ellccis of paralysis, nkw mogicka. 
[)uison« lire, frost, slux'k, or disease. 

Ifyou choose to be highly resistant in light or darkness, your 
resistance vsill only work in those circumstances. General resistance, 
on I he other hand, makes it much mure diHuult I'ora cW to rise in 
level than lightness or dark ness (xuvered resistanre. 


AWmbers of a chanictcr class possessing Immunity are mure 
cap;il»le of resisting the harmiul ellWls ur|ural.S'Sts, raw mttgicka. 
poison, fire. Irnsi. shtx'k. or disease. 

II VO u choose to have an immunitvin light or darkness, vour 
iukm unity u ill only svork iti those ciniimstances. General Imntumty. 
on the uihcr hand, makes it much more diRicuh lor a class to rise in 
level than lightness or dark ness |xnve red immunity. 


.Mem Iters ol a character class jHisscssing Sftell .Minor] uinn ore 
gis'cn a chance eiiual to t he aversige of I heir I NT • W| I, / 2 of 
automat ion lly absorbing the macicka of a spell cast at them and 
adding it to their ow n ntagicka reservTs- 

If y<KJ chttusc to have S|X*1I Absorption in light or darkness, your 
power will only work in those circumstanev.s. Gencr.'il S]>eil Absorp* 
lion, on the other hand, makes it much more diRicult for a doss to 
rise in level than lightness or darknc*ss powered Sficll Absorption. 


Members ofa cli arac ter class |x>sse.<sing Rapid Healing are 
.iblc to regain their lost health rapid K* svhile slecftlng. 

Ifyou choose to have l^pid Healing in light or dark ness, your 
power will on[v w'ork while sleefiing in thasc circumstances. Gen* 
oral Itipid I lealing. on the other hand, makes it much more dillb 
cult for a class to rise in level than lightnetcs or darkness powered 
Rapid Hcalmg. 


Memlwrsol a charactercla.ss|K>sse5sing I lealih Rcgcneraiinn 
are able to regain lost health levels over time without pausing tn rest. 

II you choose lo have Regenerate 1 lealih in light or darkne.ss cr 
w'hile iinrnersetl in water, your pnsver w<j|| only work inihuse cir- 
cumstances. General Health Regeneration, on the other hand, 
makes it much morediUlculi fttra class to rise in level tli,tn lighi- 
ness, darkness, or w*aicr powea'd Regeneration. 


AWmbers ol a charancr class possessing a Bonus lo I (it are 
lieiierai lighting eertain i>*pcs of enemies and llnd that their lihwvs 
strike more often and in 11 let more damage. 
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« • 

• 

♦r 

!h 


Sf.*cci(\l OajCS 

n*ir*u^ CV^»»/oV*»t 


Atlilcikism 


IncrcAsetl 

j.T huit. 

inSpeI/Pt-> 
Zxhttli 
mSi^lfPu 
/. 75, t 

iW SpfH Pt^ 


Adren.iiuH' Rtisli 


l^x|>crUM‘ In: 
Siwri llhit^ 
hmif 

.'Ixf 

P/iiitf 

Arflxry 


CImintv Stinival 

Sfit 

PofY-t 


Mcni(K*r$ ol a characicr cU>» fHtssv^sing A(lili*;ici^m tmd tlui 

ihiur s lamina ikvrvasM mucli lusb than oilier classes \s lille jnsim* 
TTiing. ninning. ami doing oilier strenuous arlivities, 


•Menilwrsol a cluirnctvrelass |x>ssessing Increaseil jMagen* 
luivc greater m.igicka resen*es ihan other eliisses. 

In comparisiin. must classes possess one'll al 1 1 heir intelligence 
In ipell point», Ol course. i( Is also important to luive skill In one 
or more scluiuU of m.igic in onler tocasi spells. 


A\eriil>crs of a cliaraclcr class possoAitig Adrenaline Ru.>K 
liaven hurst ol im'rea>ei| .iliility ma variery nfcoinUil'relateJ 
nkifU when they are nearile.*ith Iroin health jiomi loss. 


Memlier^ ol a character cU>s fiossessing Expertise in a 
{hiitiiukirweafH)n tVfH* inllici moredarn.igeand strike more 
ohen with I heir chosen we«t(>nnt^' dian ot here busses. 


Mcmlvrs ol a cluir;icier class |x>ssessiiig Clinmte ^Survival 
a hi I hies .irr exjH'ns in ilio lerr.iln ol their choosing. They are a hie 
to p.uts ill tong It such lerr.iln easily, ss ith little Tear orgetling lost, 
meeting the native monsters, nr missing places ol'micresi. 








tm trmffifj /y .UMe/ii'i'm EvfVfitW tit Shtni hu / iWu^ w.*tM^ur Athv/m- 

liar SttiriktJltffxpfnohx*' tur bti*rft*rlfrfiik(tu*t. 


ltd it Special Disadvantages 

Select this to give your character class s|K*cial (iisadvantage.s. like (he thieves* 
armour restrictions and the sorcerers* in ahi I ity 10 regenerate magicka- 


>0 















Wliv would YOU want lu give vour beloved now cltanicter class any kinil ol ilisacl* 
vantage? You may not want lo. but adding additional health levels and special abili- 
ties makes it more and more dllllcuil lor a diameter class to inca*a5c in level. If (he 
dagger is high on the Skill Advancemenl lor Class, you may want to add a lew dis- 
abilities to vour character class so members can rise in level easily. 

The following disadvantages arc available: 
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Inohilnv 
to Regunemte 
Spell lUs 
6Vrttfm/ 

III Liijhf 
lit Ihrktif.v 

S\ost tlkkravKTi*l,'i>>es, even imdituin.il nun-^)H*lli..kstLT«. I'egcit- 
, rmte s|>enr sfwll fKiinis. allK*ii >knvK'. Charatteis wlui cantmi agen- 
cm tv >fk*ll points .w sexerrly IlmiiiHl in the pr«u ileal as} wets o\ ^|wll 
iA>t)iie. bui nkiy replenish s|wni m.gicl«a xxiili irn;iin |Mnuuis and 
spell al»t>qitii>n s|H*lband .iIhIm ie>. 

Smiediar.Mcr^ may on K Iw imapahleol iiutgu Li regciieraium 
in light or diirkness. aiul lliesv ilisailvaniagexlo less to liikjiruvc 
advancement potential than the gentTal m,diilily to regenerate. 

Damage 
/■nnit Sim/iiffit 
/•'ftvn lhl\f VlacTJ 

v\n unusual and rv^irivdve disdiilily. damage Inun sunlight iir 
Irum liolv places rnav sexerelv limn a char.iciersaliilitv lo have .1 
normal life. While die damage die cluracier sutlers miiially b light, 
pi.iiUcalK iinnniiie.iUe.'U h inmhiues lor as long .vs ihethnr- 

aderrem.ainsat die leduil lix.nion. 

1 k»ly pl;u:e5 arc dcinied a.s any shrine m lemple. 

On the Ollier hand, dam.ige from MiiiligUt or holy pines iv a 
disadvani.ige lh.il realk lielp^ eh.ir.icter cUsses uliieli miglil 
olhenvisc never .vivance in lexeU. 1 se this one with caution. 

I'hobin 

AjjvVa 
tUlHUUUHi^ 
. \tmtal» 

A character w'idi .i pKohia li,is an acute tear ot mi met lung, ami 
that fear causes the character to re.nl ludh xslien 1. icing ihe.iii.tlh- 
emo. h ismoredinictiil losinhe suecessiully. toinlUct cLim.igc. .ml 
to defend oneself properly sc hen lighting one s wor >1 lear. 

Uglu-pinvered 

Mager^' 

( Uuxtfit 
in ihirkne/^ 

iu ^lekitr^* 

A duracterclvc«with licht*]Mmered (oogcry ma\ have sex ere 
lim liar Ions on its miigic use at night, in dungeons, or iii'<itle hiiihiiiigs. 
'flic light •pi«xverc‘«l ni,ige m,xv Iw eiidrely uo.iUe tu c.isl *>|iellK. or lirul 
dial sjwfls have a icmlency to liz/lcoruork at lesser cMpiciiy. 

\ )ark n e s»« po we red 
Magurv 

f ’tuihU t»* fth‘t 
in 

i ill iiifit/ 

1 

A characUT cl.iss xxilh d.irkness-poxxered m,igen m.iy have 
sevea* limitations on its m.igic use during the il.iy ouidmus. I'lie 
d.irkne<5*[ioxverc‘d m.ige may Iwenihyly tin.*ihle roco.M s[>elb. or 
linil ih.it spells h.i VC a tendency In fi/yle or work .il lesser capacity. 












1 

1 Di.<nrV» n • 

"Dcfit^icUyy 

1 Forbidden 
1 V\^eaponn 

1 Shun flhiit 

1 ijjn^ Hlfuit 

1 JiUmt Wtapitn 

1 •\fiwHt Wfopoti 

[k'ing rorbuldco a ivpe ol weapon ftimpiv means iluil the 
I'bamcier class cannot uso or ct|ulpany ol a cenain cat ego 
ol armamcni. Tlic character may buy or sell (lie lorbiilden 
weapons, may earn* them in invent on* I'orcvcr. but they may 
never Ik* act nail v usc<I. 

1 I «ow Tolerance 

1 Pant/if^u 

S PiUM»n 

i Pirt 

1 Fnv/ 

B Shitek 

1 

A cbai’acler with lusv tolerance lor a certain dan^roiis « 4 fenl 
usually takes maximum damage iVom exposure lo it. ami can 
seldom absorb spells or other cllccls that use the agent. 

1 Critical Weakness 

S Aim/y^v 

5 RiittMtsipekA 

I Voinn 

B i’irt 

i 

6 StMh'k 

1 

A character having a critical weakness loany dnngmnts agent 
would l>c smart to avoid the allergen at all costs. There is a 
chance that contact would instant Iv kill the character, .iml even 
il it d(H*s not. the character lta.s little chance ol coming out ol the 
experience unseat hc<l. 

This is another ul the ilisulvantages to l»e wan* of choosing. It 
svi)] imiccil lielpclutracters rise in level (|uickly. but at a real cost. 

1 rorl>lilden Armour 

1 '^'’1^ 

1 UtXtUf 

{ C'^rVi 

1 PiitU 

.^bny character classes are rorbuklen arntoiir or may only 
wear s]>vcibc rt*pc5 of armour. Like forbidden weaponry*. char« 
aclersw'iih Itirbiddenamtmir may Mill ftussess tltepruhibiied 
helmets ami pan Id runs, ilicc* just cannot cc^uip or use them. 

1 Forbidden Shield 

1 T>'P' 

f ihfktfr 

1 KiUShuh) 

j Ttf^t'trShifhy 

Like liirbidden weapon ami Ibrliidden armour, characters 
w*ho arc forliklden shields may still posse.vv. buy. and sell them, 
they simply cannot ceptip or use certain types of shield. 

1 Forbidden 
B Matcrinin 

\ /<ivi 

1 Suft 

j A'Avr 

5 Eii'tn 

1 f)n\jiven 

B Orfi.it 

1 MUtri! 

1 AiKuuantium 

1 t)A<^n< 

1 

Characters who are lorbidden a certain material cannot use or 
Cl pi ip any item that is made ol that marerial. whether il he a 
weapon, a shield, armour, or any other ty|K* of item. The diarac* 
ter m.ay possess items ol dw lorbidden material, lie or »he simply 
may nut use them. 
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For^XiimpU: 

Ikeaiu'e 1 ixliM Ai^rouilhu HiL*b h* w v the Atitiiffrtm Skill /\A*\Wiymfnl ft>r 

diW h(tx* riwn ikv// alhn'^lU tmMfHHtii of tbf <bart. I < V«v<t ibttl it lmpi>rtimi mw*fb /Lit /«v 
opy cLinicUrruv ifinckly i/t U\yL* iLu / li \\fiL*ukraiJinp .uun(AiuiMmtOiif>* h tUAiUK*. 

I iintoiA'irA /r,t{ric/inif arntfurtvauu^fopi^o anroi/ppiwi^ to (v inotr IHr lipbtl^ rW.s»*^/4/Viv.* 
than hidkiut} warrioro, hut llh'n U'bimpfihn\im!fulA(ltrMI. / auiy stumt to wiptwiiateii hi ilk ‘ 
uu/ nwriof tuif Aiy. lik^UifA Ix'Lwtbf //wW/Vv to fi/pmratf Sjvll Ptuii/o In (tc/rrral DLuh^- 
OiWtai/e. SiifY, it V lit /lia to b*hv fLito/vIl ptuni rf»*fr\r juot m »v;.v. but It tW.ut i trails po u'itb 
my\'lf\ir\u'tfrctmef>t. Boouk.% iobfti /.w tbfAttfpfrplunpfihmt tbf Skill .'\tl'tUuoU^at tor L la.s* 
vbiiri / kfiOtf I W ntai^ tbf ripbt <k*ioum, 


Edit Reputations 

Clicking on the Edit Reputations huuon brings up the 
Reputations chart. From here, you can adjust your 
custom class reputations with certain very general 
groups. You arc in elVect determining which people like 
or respect your character cl ass, and which people will 
have nothing to do with a member of that class. 

At its dclauh value, all social groups are of one mind 
about vour new doss: they do not think atioul you at all. 

In order to balance new classes, if you improve your 
standing with one or more groups, ynu must worsen 
vour reputation equally with one or more other groups. You must adiustyour 
reputations all around until your average reputation with all groups equal.s'/cro. 

For f.viimplf: 

Spifo itrf t/fiifmlly tuhnirfj by tbf tpph\il ( V/A'Oiv»r/d .;i/m^Vrr oo I iM 5 

fvinto to my Otari iihj reputatum it/iiony I 'mWttvrhh / tkmpbt ahutt piolnp fiiy'cl/ a iviiplrof 
piU/itofornm rfpiitation n'ithXobility, n* tbfpfoplo tolsumployopifo tfuvl ofiat. but I 

M'Mitt/iiiiiot it. Noblfo may r»vjvft a/u^rftyim opiro in ibfir a/fairo, but /ivy dv ; '/ liif to off 
imfmployfiKtpifo Lnii/iny aroimiU hi fiiwri. S' I iWuW/bttt /bLibalaiuvtUL'irffftiffp,' about 
opifo/oanuimhfi‘0. 

Pfih ujnfo a/u^ . v&V/ta* .h'IA un finpl y • */w • aiu ^ d w V A ^ r wnob nffP t* » nor tbf/n. That Ifi 1 1 yo 
/}! fr\‘haftt.K Alfrt'b*m/o usmlifprulhiblynot l>fa*vr,v to uoiiryopifo, but ff»'ot i/vm fan a/M no. 
Auunhfonriitbffdflioi/ifo, iiv’rr/iy/v*»/'/r tob*' Ift tbf aMfo know' whifh mfn'hanU' air flnatiny 
That ooumh likfii>'*s^fnouab rfo,m io/nr uo a ’^initial rfpnlaiion wIlb.llfn'Linto. 



When you have completed your custom character class, click the red OK button in 
the !>ollom right-hand comer of the screen to continue character general ioit, as out- 


lined above. 
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I'^or Keys 


Move l'or\>Mr<l 


^\ovc IWk 


Turn U*l» 


'liim kiglii 


Slide U-ll 


Slide Right 
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Options* 


Char Sheet 


Iriventorv' 


Move Up ( Whilv 
Swimming. lA'vItating. 
CKmhing) 



'MOBW* 



A\«ve Down (While 
Swimming* (Awitaiing, 
Climbing) 

j S|>ellboalv 

Siaius 

Icons Oji/Oir 


Cast List S|te 


I^eady W enjjori 


l.oghnoli 


Attlomaj; 


Travel Abp 


NoleluHtk 


Rest 


Click on cent re ol screen 
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Mouse Conirols 


— Ki»Hi Lci 


Interface 


Li 



cu|C|crp\Ll lw*5 i\ co>^>pLcrcly cu}irO'i**lsic\U.c Mrcr- 

I ^cc. ^Ini crtn clwsc wImcK \icy^ mou^ UiC- 

'=^^\ CC»y$ ixrrfl'rm finvrioi^^i. Ovrc c\rc CMni C>sO 

1 ) ^ 


dillcrcm dppnuchv^ u> usinu iKc mini sc. The ddaiill inicriacc is the 
one usc<l in Arena. Some ol the keys have keen changed, so even ifyou played 
Arena, read on. This manual assumes you are using the dclauli Arena mouse 
interlace and the dclauli kcvossisrimcnts. 


Cursor Based Interface (default) 

When your mouse is in ihe top portion ol the screen, showing die world o! 
DaggerlalL it .tssumes the slia|x* ul either an arrow or an X. M ok ling down 
the lelt mouse button while the cursor is an arrow moves the character in that 
same direction. The closer the arrow is to the edne of I he screen, the l.'ister the 


characicr moves. Your character’s Running skill and Spccxl auribuie determines 
vour maximum rate ofmovemcni. 

Left clicking when the cursor is an X interacts \viili whatever the X is on. This is 
how your character talks* opens doors, picks pockets, pulls levers, etc. Exactly what 
happens depends on the mode your character Ls in and what type ol nhject the ciii*sor 
is on. 

1 1 you do not have a weapon out. right clicking will activate an object. evx*n in the 
areas where the cursor is a movement an'ow. However, ifyou have a weapon out, it 
swings the wea|Hm. I lokling down the shift key while right clicking will work any- 
w'here on the screen even I fy oti have a weapon out. 

To look around, hold down the ALT kev ami move the mouse. When you release 

* ^ 

the ALT key. your viewing .ingle will be hHrked in place. With this system it is possi- 
ble to be k>oking to the left while moving forwanl. 1b re-centre the view, hit I lOME 
or click the leh mou.se bmion Nvhile holilingilown the AVA' key. 


View Ba^ecl Interlace 

1'his view baseil interlace uses the mouse to control where your character is look- 
ing. As you move the mouse left, the character turns left. I fy ou pull the mouse 
to ward you, your character looks up into the sky. To move, hold down the appropri- 
ate direction key. For instance, the uparroNv key moves your character in the direc- 
tion he U lacing. Speed is constant, unless you choose to run or sneak. 


Pressing the sjviccbarNvill inlcract with whatever is exactly in the centre of the 
screen. This is how your character talks, o|x?ns doors, picks pockets, pulls levers, 
ct cetera. lixactly \vhai happens dv|>ends upon the mode your character is in and 
what \ypts ol object the cursor is on. Spells arc always cast at the centre ol the screen. 



This interface svorks best when the key- 
board is used lor non-movement lunc- 
rions. Pressing the b^NI'ER kiy will 
Irec^c the viosv and allow the mouse to ^ 
move the cursor. 11iis is the onlv wav to 
get the cursor to the icons at the bottom 
of the screen. It also allows you to aim 
spells at positions not at the centre ol the screen 

The view Ijased interlace moves your 

character at a constant speed. Since their 

arc limes when you may want to move ^ 

• » 

slowly, there is a sneak kev. It is onlv avail- 

♦ « to 

able w'hen you are using the view based inter- 
face. Holding do\vn the sneak key while mov- 
ing forces your character to move slowly 
(40% of full speed). 
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/. Cbfiractfr Portrnit. Clicking i his brings upyour characicr shcci. (Also F5 

2, HttillL The higher the green bar is on your health burton, the closer you aa* lu 
peak health. 

J. Vatifjne, The higher the red bur is on your lailgue bull on. ihe more rei reshed and 
alert you are. 

2, The higher the blue l>;ir is on your maglcka button, i he more "iuir ol 

maglckuyou are. 

5. OpttoiUf. Clicking ihis brings upyour Options screen. Sec Options section for all 
leaiurcs. (Also ESC kev) 



5'.‘PV 


t* uni(U|Viiaj|[u 




SttnlHtrM: Clicking on this l>rings upyour Spell book 
Irotn which vou can casi all your spells. 


W'/uith Clicking un this brings upyour list o I inagicai 
items. From the list, vou can use any ol your magical 
items that arc cc(uipped and ready. 

Picking I'iaijcr^*: Si cal 

Clicking on this 
buiion scrolls 
10 a new Inter- 
act ion nio<le 
(see Mouse 
Commumis). 
The Mode 
aclivc is 
I he one shown. 


Grttbluiitf Udtuh Grab nr use 
item 


\^t»rd Bnllotm: Begin 
Conversajion 



ADRIAN TKACZ 
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/«<v/f.* Clicking on lliis displnys a menu with luur 
u| II ions: wiigoHi lior^e. loot. exii. Riding in a 
wai^nn n I lows N'oiir c ha racier lo cam’ man\' 
olijeclsarul mil gel lircil astjuickly. To use any* 
ihing in iho wagon. ii miisi he translerred loyour 
|X‘rson. Riding on a horse allows your chanicier tn 
move laslerami mil gel liivd as ijuickly. When 
your cl 1 a racier is on a horse or wagon » he cannoi 
Cl 1 1 er a I >ii I li I i ng iir d u ngcon . 

/ki^.e Clicking on I his liringsyou loyour in vemoiy 
screen. (Sec liivcmoi^') 

Map: I clicking on ihls lirings upyourcurrenl 
Auiomap (Sec ;\uioina|t). Right -die king on diis 
linngs up your Trawl Map (Sec Travel Map) 

OwMr<KVi(vr»^a: Clicking on I his readiesymir 
o*ea|K)n lorcornlml (See Combat). Ifyou have no 
weapon C(|uip|ie<l.your lists will appear for haml-tiv 
hand combat. lm|Miriam note: ifyou walk arouml 
widi a weapon oui or your hands cicnchwi in lists. 
IH'ople will senerully riol want to tiilk loyou. 

CiWipl'tiv: Clicking on this allows you la rest. Rest* 
ing Irotn time lo time is im]K)riam, Iwcause it helps 
wu regain losi health, fatigue, and s^kII points. 
Choi 5 sc ^^'hercyou rest careiul[\*: vagrancy is a crime 
in most towns, ami many creatures in dungeons con- 
sider .i sleeping champion a vei^* special delicacy. 

ContfHi**,*. *I hi.** poriorms as a tratlilional compass. 
Clicking on it bnngs up inlorinaiion on your cuitviU 
liK'ation. the lime o I day. ami the date. 11 me is shown 
by a24*hourclock. .>:(H)p.m. is ln:(K). 


il 
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Combat 



Sooner or later, you are going lo have a light. That is iusT a fact ofllle. In Dagger- 
loIL only a peculiar few people lead lives o I quiet desperation. The rest hniwl. 
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Combat bas been designed to be quick and simple, so memorise these lew instnic- 
Hons and bits of ad vice. When a nest ol harpies is ripping ^your llesh into bitc*si;ted 
morsels, you are going to want to know whal lo do last. 


Before the Fight 

When iruvelllng in potentially dangerous areas ->and most places qtiatily— lie sure 
to have your Tavourite weapon in hand. Pull out your readied weapon by clicking on 
the Crossed Swords Icon or pressing the A key. You may linJ talking to people vciy 
diHicuIt when you have a weapon niised. 

^\Tien the Fight Begins 

TiU*trik< v>'itba ^yupiVi: 

1 . Take a s wi ng n i y o u r i argci by hold i ng ilow n t he righ umou sc*I ni 1 1 on an d 
s^^*inging the mouse In the direction you wish the weapon to tollow. 

2. Keep s^vinging until your foe Is destroyed, oryou <lecide that a strategic 
withdrawal is in order. 

7!i /ire n .yv//; 

1. Open your spell book by pressing the backspace key. 

2. Cost a spell by doublc*clicking on the desired spell in the spellbook. 

3. II the spell is dircclional. such as a llrcball. aim the X cursor in (he direction 
you want the spell to go and click your lcli*mouse 

button. In the View B;tsed Interlace, 
spells are alwa^vs Hred at the centre 
of the screen. 

4. To recast the same spell. 

5. To cancel a spell you 
readied, press K. 

Important Note on Combat 
Skills 

There ore a numl>er ol com* 
bat* related skills, from dodg* 
ing to critical striking to archeiy 
to backstabbing..*!// ar( 

You will always attempt to dodge any 
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opponent 's blow and to strike your opponent accurately, causing as much luiin as 
you possibly can. You arc playing lor keeps. 


Special Note on Arcbery 

With most weapons, "swinging” the mouse will clVcc lively sial • or slash at a 
close -range opponent. A bow re(|uire.s taking a shut with more precision, ami is 
handled similarly to lining a spell like a II re hall or .in iccbolt. When a bow is readied, 
it IS aimed in the direction ol the X the movement arrows lorm at the centre ol the 
screen. A right click ol the mouse llres an arrow in that direction. In the View 
Based mieri%icc. arrows are alwavs 11 red ail he centre ol the screen. 

Obviously, you cannot use S'our liowonce you have used all vourarrovs s. Yuu can 
retrieve any arrows that struck a living (or dead, hut active) target hy searching the 
body after it has fallen. 


Special Note on Swings: 

When striking an op]K>neni. it is im|>ontint to be aware that ln>\s you swing your 
weaj)on makes a ctlllWcnce. both to the potent uil damage you may in It let and the 
likelihood that your blow will connect. Use the chan below when planning your 
attacks, and keep In mind your skill at wielding the weapon. 


•n 

R 

I 

'p- 

Ib 


If i i i xwiiVT7U£/Teif<iii%SMii|«f£r^»« aid'll' 19 


Arrack 


A/iti A4/yt«.<rn»c‘i’»r 

Diagonal Slash 

1 nc reascil d a m age 

\ m* tiilllcult to 

• 

to the i.eft t»r Kight 

|HUeniial 

strike 

I lori/ontal Cut to 
the Left or Right 

Base damage potential 

Base skill needed to 
strike 

Vertical Chop 

A\uch increasetl 

\cn*ilil1iiniit to 
• 

Up or I^own 

cl.image potent i.il 

strike 

Thrust Konvard 

A\uch decreased 
damage )>oiential 

\^ers' easv to slnke 

^ 4 


tnrWftUimrfTgggTggTpJp 




Smniining, Climbing, e3 Levitation: 

Vertical Movement 

In a few spcciiil ciraim{>tances, vour movcmvni is nol limlteil to the directions on a 
compass: when you dive into a Jeep pool of wnivr or cast a levitation spell, you may 
also choose to go up and down. 

There arc several other movement com nils for vour character. You can make him 
run, jump, and crawl. When he is in ilie water, he can swim on the surface u.sing the 
normal kev^s to move Idrwan), backward, lelt or right. Togo unilcrwaJen Sok) down 
PAGEDOWN. To a^surface, hold ilown IVUiKUP. The same keys work when your 
character is levitating. 
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Jump 


Ctvtwb 


Kmi 


UtHlt Up 


1 1 »Cl4*n 

The liisieryotircharacier is moving, the lunher 
he Nvill jump. If he is not moving, he will jiirnp 
straight itp. •lumping will also work hy [iressing 
the right mouse Imtlon. 

This isgooil lor entering small tunnels or 
picking treasure up oil the gmiirul. Your 
char*icicr more slowly when croiicheii. 

1 lohl this hutlon down to move faster. 01 
course, your character will gel tired much more 
tjiiickly if he i-uns constantly. 

Used only \vhen swimming nr levitating. 
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Ut mt th\%m L’ set 1 1 >n I v w I le n swi i mn i n u or I e v i t a i i ni! . 
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In the default. cui*s<ir l>ascti. micrlace. hold it 
down to l<K)k around. Ucwarc! It does not 
change the thirction vou are moving. You can 
move ionvani while looking sideways. In the 
view lioscd interlace, your character moves at 
d(V!»oJ'liis (ulUspccd. 
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When vou ilive inui a pooJ ol deep water, vou mav sink or lUui. depenum^on voi 
swimming skill and ihc degree lo whidi vou are encumbered, Wearing a full suit ol 
Daedric plate armour is guaranteed I o sink the miglitiesi swimmer. There may be li 
lie choice but to tiropyour weightier items u> avoid drowning. 

There are. of course, cenain Torcesol nature that mav make this movemeiii more 
dilllcult. 


When \t)U are Mibmergeil umicrwatcr, ayellow kir appears on ihe righl-liam! side 
of I he screen. HHik re)>rcsentsyour breath. .\lm«>i iiimiediaicly. the bar begins to 
drop. When you aa* almost out ol hrealli, the bar turns red. When it ilisappears alto- 


Climbing 
l‘*irsi move 


or other suri'ace. To Ix^cin climbini:. tn* to imivc lor 


up ne.xt to a 

ward through the wall. .M ter a moment, you will l)cgin climbing^ Mold down the 
mouse button and move I'onvard. Vou will notice that you slip and slide down occa- 
sional I v. How often this happens de|umds upon your Climbing skill. It is possible to 
fall all the wav down and be iniui*ed. You must have a rope cH|uij)p«l Ici ciimlHlown 
iMo\'c lorward and vou will slowly slide clown. 




Levitating 

IvCvItaUng ccin get you iiuu ns rmicli irmililc as dimlilng. I^m so long ;isyou 
ubsur\^' the* spell c fleet ieon in tlie lop lofl^harHl comer ol’your screen, S'ou Jo no I 
need U> leal* fallrng. Thus, you can jvlcase the I'ACtK UP and PACK DOWN but- 
tons even in mid air. When the icon In^gins to blink, die spell duration is ninning mi! 
nndyuu slimdd either Jcsceni I io»i sale location or recast your levitation spell. 


Dialogue 


There is plenty orcomliat. s|H.dl creation, and iravclling in Daggeriall. but the heart 
ol the game is I )ia!ogue. 1 h rough I dialogue, you a a* able lo gal her infomiaiiori, 
receive (ptevsts. make Iriends and enemies, give inlonnation to others, and much more. 
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To Speak to someone, select the WortI Walloon icon {you tnav have logo through 
the Crab, lamk At. and Pick icons to gel lo tl), and click on the subject wilh ihe X 
cursor. If the fterson does not want to sjx*ak to you. you will be given a message to 
that eIVccl. II the jterson i.s willing to talk, you will be hroughi lo the Dialogue menu. 
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Tell Me About / Anv News 

Tamriel is not a siniic world. Poliiical allegiances shill, nations succumb to lamlnc 
and plaguci commerce nscs and falls. The besi way lor you lo find out alwut these 
events is lo rcatl the po.*:iings at the gales ol* major lou-ns. nr to ask. “Any News? 

The Tell Me About bmtim is used in conjunciion with LKaiiotis, People, and 
Thlng.s. You can hear rumours about anything relaioi! to any ol the quests you cur- 
rent I V have acilve. Sometimes vou can even train inlbrmation that will direct you in 
your ijuest. 


Where Is ... 

Select this when looking lor dirve lions loa s|)ccific place in the area. 

In ortler to complete your sentence, you will have to dicH»se a person, thing, loca- 
tion or work. Click on the appropriate keword iMiegoiy. and scmil through the 
alphabetical list until you come lo the kevwonl for which you w.mt to get ilircclions. 
Click on that koj^'word. 


Select a nme Ibryour comment. 

Click the OKAY Inilton when vou arc.s*ilisfied wiih vour sentence. 


Tone 


Select this to use your Kliipieite skill lo iinpressymtriargcl with grace and 
courtesy. Certain six.*ial tv|x*s res|K)ml l)ellertii this conversiiiional style than oth- 
ers. and. il yom* skill doe.s not tneasiin? up. jctni are likely lo fall Hal yonr cra.ss* 


ne&s. 


AVm/7/;This is ihederaiill Tone .selling, and ii.ses your straight Personality auribuic. 
Your comments arc unlikely to he iis colourful as jxdiie or hfunt tones, and you 
wiff probably not imf»re>syoiir target. On the other haml.ynu are not likely to 
oiVend either. Ifyour Personality .at ribiite is higher than your l^tk|m•ueaml 
Street wi.se skills. Normal is pn>l>aMy the right conversational gambit lor you. 

Munt: SsA(n:i this to use vour Streetwise skill ami adopt a slang-1 iHed. casual hue to 
vour con VC rsit ion. II vour target is ol a lower-class, urban Utckground, he or she 
is likely to wann up lo ihis style. Also some nobles may find it channlng if ilcliv- 
crctl convincinsily. If vou tionoi pull il oil well, however. you may nllenil or at 
leiist apfU'ar very si IK'. 

Copy Com mom to Notebook 

Select this button when you wish lo have somelhing copied loyour notebook. 
Only the N PCs current com mem will Iwcopietl. in the Ibrmat. i^th Mid \ear. oE 
40/: Galerion Smic fold me. 1jMen lo what I say. the ores are not die barbanans 
we think ihev aa*.'" 


-/5 


Goodbyo 

Seleci this button locxil Irum cotiver.<aiion. 



Clicking on ihc Ol* flONS button on vour character Ixir or pressing the ESCkcv 

brings VO u toyour Options menu. Krom he re you can do the following: 

1 ) S/WL game: IJrings up the savetl game screen, where you tnay sa\'c your cur- 
rent game in one of 1> slots. 

2) LO/VD game: firings up the saved gome screen, where you may load a new 
game to replace the current game. 

3) Exit Game: Exits you from the game. 

A) Sound: lA*tsyou adjust the sound ellccts and music volumes indepcndenllv. 

5) I'ull Screen: Removes the character status bar and tiction icons from the walk- 
around screen. Ret timing to the options bar and clicking this button brings back 
the character status bar and action icons. 

6) Controls: Phis is where you can rexsstgn the kcyprcs.se$ for most game func- 
tions and choose between twodillereni mouse interfaces. 

7) Head Bobbing: Your character will no longer bob up and down while moving. 

8) Continue; Mxitsyou fnmi the Ofitions menu and bach to the game. 


Automap 

Wt-c II eking on the Map icon onyour character sheet brings up your .Automap, 
which shows your im met I late surroundings. 

There are two kinds ol .Aulomap: one that appears when you arc indoors, and one 
that appears when you are outdoors. 


In chc comer isaskifie rcprcseniing lhc$hape ol ihcilungcon. North is up. The 
blue clot is where voii entered. The anl dot is where you are. 

The Indoor A\ap is a «)D orthogonal rcpreseniaiion ol the dungeon you arc in. 
Decaiisc the dungeons may include all varieties ot slopes, spiral hallways, siairvases 
on top of staircases, and other features that make m.*ip*reading di 111 cult, there arc 
two modes that can be used lo view a structure I rom within. 



The "Top-Down" mode is the ilcFault mmlc lor the indtMtr auto map. The an'ow 
represents your current position, jointing in the direr lion you arc lacing. The yellow 
arrow keys allow you to rotate or move the map to alliirtlynu a better view. The 
upstairs/downstairs arrows 70om in and out. 

Clicking on the red grkl brings you to the *‘Pcrs|tective"moile. 

The "Perspective ' mode represents the building a.< if it were a mcxlcl. making corri- 
dor heights, door\vays« sublie bends. «nn<l ovcr-imdcr jiasscsexsily i‘ecogni sable. The 
yellow arrows rotate or move the rnmlel. and the upstairs and dow'nstairs airows 
move you toililVcrenl levels ol the map. 

Clicking cm the red griil ret urns you tn the "Top-I’knvn" mode. 



Travel Map 

Riulit*clickingim l lie Map icon on your chaniclei‘ shed brings tip vour 
Travel AUp. 

Allitcugh it is |)ossiIite lo wollc loany location in ihc Iliac Uay. this may lake lioui's 
ol real time, so it is olten prellTablc to ravel." 

Click on the region you are rnterestetl in visiting. Your own region Minks, 

Once you gci a close-up ol the region, move your cursor over the dots lu see I he 
names of each al them, li can hediiriculi logci ihcarrov onto llie.se dots. Clicking 
llic richt tnoLise button on the map will blow it up even ludher. Selecting KIND w'il 
allow you to t^^'iic in ihe name ol a place and have it located loryou. In most c<uses 
VCHi only need to type in the lli'st pan ol a place name to get a tiiaich. Click the I 
AT button to see where vour charatier is currenilv located. 


The lour map legend items also acl as lllters. Clicking on oned them hides that 
type nl place on the map. Clicking tin it «igain n? veals them. Atosl regions in 
Dagger! all have huiulred.s ol map locations. Lite in lhcgarncMhc.se lllters will 
become \'er\* handv. 


Travel Options 

Altera local ion is sclecicd, f>ross ilic OKAY IniMon on ihcTnivel Options menu to 
begin your trip. 

You have a varie^* ol options which will elTeciyoiir Intigue fniin ihc trip, 
and the oriels ol avoiding wandering lieasiics. 





The Character Sheet 



WAMg: PWtK* 

Breton 


^vet:s xpTS^o 
^“OLofSSoff , 
^nTtCfig: 

^HcTi MfiXfffic g:2^fi» 
"Z AFRUATrOHS. . 


; VTAjOR 
NISCEitAHE^IIS I 


t»t;E> 4 TORY 5 Pgtl.B 00 


LOG I’HOTgeCO 


I . T lie sc itiH) bu.NCJ* f Imw vour niimc. r.icc. cLss. level, cNpcrionve poinis cinnecl / 
experience ]>oims logo lo ihc ncxi level, ami lolal goU. Ix*h-click in lliis Imix lo 
change your name. 

'2. 'riiis luilUin show^your eum'in laligiie level ovcryourposslMe * a*lre.shetr 


laiigiie level. 

5, This liurion slums voui'correni heallli level overyoiir possible "unhiiri hciilth 
level. Clicking on il slum. s any diseases yon nui\ have comracieil. 

A . Th i.< s h ( »v vs h o\ v ri i a n \' | m>u m I s ov e r ti i a x en i u m I ira nee you r c ha ra 1 1 e t i > 
earning 

5. Clicking on this ami hohling down the muu.<e button shows you a li**! u\ 
organ ijNirionsol whiehymi area mcmi>cr. 

6. Skills: Clicking on Primal^'. .Major, Allnor. or .Misa'llanpousaiul hohling ilown 
the mouse hut inn shows vou a lisl ol skills ol that type, c.xjvenise in each, and the 
atinlaiie that most alleei.^ it. 

7. Clicking no this hring'^you U» the invcmoi^’ screen. 
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fv. iCK mg o ru ms i I r I ngs ^\'ou to you r logJ >ook . 

5. Clicking on this exits you rromyoiir chanicicr sheet. 

10. Your ba.Mc at tributes arc listed here. Clicking on one of these scores 
down the button gives you mor^ inlormation on the attribute. 

1 1. Clicking on this brings you toyourspclll>aok menu. 

12. Clicking cm this bringsyou io voiir notelKHik. 


The Inventonf Sheet 


Click on ibis to access your invcnloi^’ of wca|K>ns and armin 
Any tniigical iewcllrs’you are currcmly wearing is di^playe^l 
Click on this to access vour inventory ol miutical Items. 




4. Slicisvs (hi? wvapmis, armour, and clothing vou have vi^uippcd. Also shows ihc 
armoui* rating for each region of your body. 

5. Click on this to access your invcniot^* of clothing ami other sundij* items. 

6. This is your in vent on’. The image here is citheryour backpack ora wagon, 
indicating which inventon'you are examining. 

7i These boxes show icons representing equipment currently In inventoiy. 

8. Click on this to access your invenion’ol potion ingrcillcnis. 

9. This is I he "ground." Il will show a treasure chest, dead bmly, store shell, etc. 

1 0. These boxe^ show icons represetiling i ictus that arc not currcnily in your in ven- 
ting', such Os those from irexsure piles. 


\\'agon: 

Works with the other modes. When not in a .shop, the w.igon ami its cargo aft [tear in 
the right-haml column. You can now move iiems hei ween your char, icier and I he 
wagon. In shops, the wagons cargo a p| tears in the Iclidi.'iml column, allowing you lo 
place purcha.sed items directly in the wagon. 

Inlot 

Displa.vs information altoiit any Item you select. 

Equip: 

Places an item on the character. If .in item on the groumt cannot Ik* worn, it is 
tran.sfcrml to your characters invenion*. The nglu*ntmise-huiton will act like the 
remove mode (sec below). 

Remove: 

Removes a selected obfeci Irom the ilgure. Selecting an obicct in the i n vent oiy gels 
rid of it altogether by piiuing it on ihegntuml. Seleitingan obicct on ihegnjuiul 
transfers the obicct myour inventory’. In this nuiilc, the right-mouse- but ton will ad 
like the equip mode (see above). 

Select: 

Allowsyou to pick items to lie liouglu. sold, ivpaircsl. oridemilied. When buying, 
selected items are moved toyourinvenion*, bui kcfU highlighted. You iMit tn* 
thorn on belore buvinir them. In the three other modes, selects I items aa* moved 

» w 

to "the ground'^ (right-hand culutnn). Clicking an item in that column ivturus it. 
When you have picked evetyihingyou want, click on the liL’Y. SELL. REPAIR, 
or IDENTIl^' huiion. Onlv after the ininsiiciion ha.s been cnnlmncil will it be 
linally iranslerreil. 

Clear: 

Returns all items selected for purchase, sale, repair, or i«lentilk.*uion. 

Use: 

Mostly for triggering magical items, limvevcr. there are other items th.u can lie used, 
such as letters and books. Selecting an item on the ground ikics nothing. 


Buy: 

The shop owner ofTcreyou a price liir %ill llic items you have selected. 1 1'y ou accept 
it. they are Iransrerred to your invcnlore. If WAGON has been selected, they end 
up inyour characters wagon. 

Sled: 


Is only available when you iire selecting items lo buy. Clicking on STlvAL means 
you are ti^'ing toshoplili ihcm. Be careful, ‘fhere are slid' penal ties for theft in most 
cities ill Tamriel. 


Sell: 

The shop owner olfers you a price for all the items you have selected. 1 fy ou accept 
if, they are iransferrcd from your inventon*. 

Repair: 

The shop owner gives you a price and how long it will lake him to repair the things 
you selected. II you accept his oiler, the things will be removed from your charac- 
ter. Come back to the shop logei them when the lime is up. 
identify: 

The shop owner oilers you a f>ricc and a lime to identlly all the items you have 
selected. [I you accept it, ihey are translcrreil from your invcnto^\^ Come back to 
the shop when the time is Ufj to redaimyourdiaracicr's items. 

Ex\u 

In a shop, returns alt items to i heir original ltK*mions. 


Experience 


One ihc biggesi dillercnces k'lwoen Aa^<ft'r/ii//and other role-playing games 
(including /bv/MA is the method for tabulating e.\periencc. It never made sense lo us 
that a thief became a lK*tierthid alter killing a troll, but he would never become bet- 


ter at hwkpicking, no matter how much he practiced, until he killed another troll. 

Wlh this in miiul, we deckled to make level increases coincide \viih class-related 
skill increases. II a ihiel practices and uses hi$ backstabbing. lockpicking, climbing, 
and pickpocketing skills, he will become a l^ctter thief. 


Wheny'ou rest, all ol the skillsyou used (e%*cn ilyou failed), and all the skills vou 
pracficetl at a guild or some other training hall, are e.xamincd. Current level and spe- 
cial class-related lactors make an increase more or less likely. Your class' Primaiy 
skills are easiest to increase: Miscellaneous skills are the hardest. 


Your characters level is related lo his IMmare and Major skills. As these rise, so 
does his level. To make the most out ol your character, use the skills listed in these 
tsvo categories. The more you use them, the faster they will incanisc. and iheciuicker 
you w'ill gain levels. 




\\^henevcrj/ou increase in level, you also increase your loial number ol Iieallh 
points. You arc also given Ix>nus poinis to mcn»aseyour ability scores. There are 
a variety d o t her bcnellts that come with higher levels. These shouU] become 
apparent during the game. 





The ShopJ of Daggerfall 



ing, Selling* and Repairing 


cvny rinic^ in c\^c <jan**c you >viLL N>cinr CO I'uy ;vLl 

or rCj.H\lp rl>trH|^. Cl^isi tss done in cIv >apiout« op 

*DcujtjcrjxvLl. ScLli»itj evivi rcjvxirinij iccnir; worli^ evis 

i( does in most games. Click on ihc prapricior, and select ilie .ipjtropriate 
menu option, i)u^^^g works a little diiVorentlv. 

liacK shop ho5 slid ves ami cahinels Tull ol gwuls. To buy an item, you must 
click on the shelf, not the pmprielor. The screen switches to your invenJoty, 
and you see the shclfin the nght*hand column, wlili its goods listvtl tkdow. Be 
sure to check out the dilTerenl >helvcs ami calnneis in the stoa\ 1 hey may 
have dilVerent items in them. 

Selecting items from the shelves will iransfer them loyour invenluj^*. or. if 
appropriate, allow you to tn* them on. Ium U item remains highliglilud uiilil it is 
actually purcliasctl. Once wu have selected evenihingyou want to buy click on 
the BUY button. The proprietor will olleryou a pricci which you can either 
accept or reject. There is no interactive haggling. The olfered price is call u la ted 
from vour characters skill in mercantile negotiation, theslio]) keepers skills, an<l 
the usual factors orijualily amt ty|ie of item. If your character luisgiHMl people 
skills and ginxl mercantile skills, he will always gel a giKid price. 


Exploring the Iliac Bay 

SI*>opj5. t-iuiLds;. C.cv^t:rn^. p<\l-c\cc: 
tfxncl Orl>cr Common Lc>ccvl.c^: 


Shops 


The merchants of the Iliac Bay tcml to he spec'ia lists: gem-bmkers. weaf)om 
smiths, tailors, and alchemisib. to name but a lew. There arc. ol course. 



genera) stores unil ]Kiwn shops lorjs'our*'oru.* siopsli()pping"cnnveniencCi hut the 
best <!eals and highest i|ualiivajv usually found at the specuillv stores. 

Not all U'pes of stores are found in all IcR'aiions. Tiny llshing villages have little 
need for alchemists. In larger cities, there aa* usually merchants of all descriptions. 
Value, selection, and equality may vat^' widely from one store to the next, so 
shop around. 

Remember, the slu»pkee(x*r will lx» happy to ha mite repairs ami buy merchaiulise 
from you. On the other hand, it you want io Imy something, go to the shelves, not 
the shopkeeper. 


Guilds 

Guilds may have serv ices open to the public, bin they are dilVcrent from shops in 
that one must join aguikl in onler to lake nilviiniage ol all ol its ininisiratlons. The 
Mages Guild, the Fighters' Guild, ami the vanou> knightly onicrs and temples may 
ilII tall under the general caiegoi^^ ol "guild.” lrH|uiring ofiieople on the stivel will 
reveal mow specific infonnalion about individual guilds. 

Ifyou decide you wish to join a gniild, anyone ihew will Ik* willing u> .<ign you up— 
11 you an* dcsening. Your worthiness will hea.s.scssed and you will either bo olVered 
membership, or told why you w ineligible. I fyouVe willing to work at it. you can 
join any guild you wish. 

,\rtcr joining a guild, you will W expecteil to senv the guild s interests. This may 
mean completing tpiesi.s orsimlying to become a l>etterguilclnicml)er. The rcwanl 
for this work ks promotion within the guild. ,\syiiu work your way up through the 
guilds ranks. you will be given more rights ami ix*5(K)nsibilitics. .N\any guilds olVer 
training in certain skills the guild ctmslders im|Huiant. There is one person in each 
of these guikls who must be vUiied to receive training, 

There arc fiorne guilds that operate more surrcptiiinusly. *rhe Thieves' Guild and 
the Assassins' Guild, .ire illegal organ i.s.*it ions throughmil Tam riel. One does not 
apfirtvu'h them for memlKTship. A promising llucforass^issin is sought out and 
given an invitation to ioin. Once i>lletv«l, the invitation is seldom declined. The 
thieves and as.sis.si ns do not take wicviioti verv well. 


Ta%'erns 


Ifyou du not own a house, the next most civilised place to ivst and recuperate is 
the local tavern. Thcrcyou can get a room with relative privacy, have a 11 agon ofalc, 
enjoy the ban Is vcrsillcations. and chat with the pub ivgulars. Some orihegrealc.st 
aiivcn lures have had 1 heir starts in smokv, milsv taverns. 


The innkeeper hamlic.s most of the work at the Inn, so he Is the one you will want 
to talk with ftrst. 


Banks 

At some point in the vou will have more money and iicms than you con 
cany. Its lime to visit a bank. You can deposit unlimited money at the bank. luich 
region has its own bank, so keep track ol which regionsyou open accounts in. Every 
town bank within a region has complete access to your funds. 

A bank can issue a letter of credit. Gold is Kea\’\'. Some ol'the things vou will want 
to buy are ton e.x pensive Tor actual gold coins, even iryou hwd upyour wagon! *rhe 
bank will issue a letter ol credit (lor a small Tec), which weighs next lo nothing. All 
shops in Oaggerfall will accept letieri» ol* credit, and even give vou change with 
another letter ol tTedil il necessai^*. 

Ikmks can also sell houses and ships toyour character. These are l>olh womlerrul 
places to store surplus items. Ships have ihcaclclvcl bonus iiralimvingyoiir character 
to travel by sea without cost. Of course, houses and ship.saa* hiileously e,\)K‘nsive. 


Palaces 


The ruler ol a particular region usually lives in the capitol city, which \s more often 
ihan not named alter the ivgion it sell. Thus, ilyou >vam to talk to the king of Dag* 
gerlall. go lo the capitol city Daggerlall !n ihc kingdom orDaggvrrall. Ol course, not 
just anyone is admitted to the royal presence. Rulers can hci^uile llcklc. so don’t give 
up i fy ouVe rebulVed once. 


Kings, queensi dukes, duchesses, counts, countesse.s. l>arons. baroncs.ses. lords, 
and ladies arc the ofncinl power stnu’tiire of the Iliac Day. A wise adventurer will 
lind a patron or |»trones^ and build up the relationship by completing quests. All 
partnerships must have a start, ami sometimes it takes a little humility to begin an 
alliance. 



Other LoenUons 

rhe really unusual places, witches 
covens, forgotten gravc\'an!.s. ^viz- 
nrd s laboratories. haq>y nests, 
and other forlorn locales are not 
found in the standard maps of the 
bay. They can be found In e.\j>lo* 
ration ami luck, by linding secret and 
arcane maps, or by receiving directions from 
other people. While many of these cypts and 
cavem.s l)oasi untold ta*asurc. they 
also hold rhe promise of death lor the 
unwmy and underprepared. 


Weaponry 

Equipment 5 to res. .smithies, ami locked storerooms ol* palaces house weapons ofvir* 
lually cveiy size ami shape. Before picking a favouriie armameni, consider your best 
combat skills, the metul used in Its construction, and its overall qualitv. Some 
weapons require two hands to l>c pix>perly wiekk*d. so shields and adilitional 
sveapons must l>e sacked. 
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Armour 


Armour Rating is a number representing howcliiricult it is lor someone to li it you. 
A high agility givcssyou nn abilitj* to avoid strikes. Tliar, coupled willi an abundance 
ol armour (so you might not feet somenne sinking you), aiv ways to increase vour 
Armour luting. 

There arc seven Ijvpes ofannouri and twelve kimls ormaterinl from which this 
armour may l)c wrought. 


Typed of Armour 
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62 




aiR)Rni:taifaai>8i<8jj~-j*? 9 iri? 




|r, 


Ar»»u*nr 

fiiXch^ 

• 

j leather 

Thin ami ligin ~ pcriet't lor thieves. 

Chain 

r,url,v ihin ami ligki. Ckeapaltemiillveio 
plate. 

• 

Iruu 

1 

I’lKM'kmglii’s.innonr. l leaMci ami more 
hriille ihaii Meel. 

Steel 

Tkebtamlanl. Strong ami lairly liulit 

r 

Silver 

1 

Same w eight and sirenglh a*& Meel. imi 
Mime mon«lei> (ear to loueh it. 

1 

1 Kiven 

i 

Slightly livavivr and si rung er ihansieel. 

I^Nvarven 

1 le.ivfer hut sii\mgerih.m Kiven. 

Orci>h 

K.iielv louml. 1 Ivavier ih.in Uwars en ami 
* 

. 1 1 m i»i t u'i er st ii i iig . ! 

Milhril 

Ugliier dull Orckli, hui signl{u iuill,v more 
lesilienl. 

.Adamant lum 

. 

A little heavier than Oaish. hoi uviceos 
strong. 

Klionv 

\m' rare. Iie.oy. .old alniii^t ini)vo&>ihle to 
pierce. 

Dacdric 

The retloed torni of ICIiony. loo lieavv lor > 

all Imii lliesininge^i. j 

: 
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iUaijic 

Tamriel is a land ricli in ma^»ic. Magic in iis raw fi>rm is called magickiu All pcoj>lc 
liavL* a certain anuumt nl it. ami it isos much a p:<n of them 05 bliXHl and bone. Given 
skill and asuHk'ient ammint of stored energy*, ihis mogickucan he spun into an 
almost limit le.<^ tnfiestr^’ ole Heels. 

Because oHts polcncv, training in the aa'ane arts is only o Ilk lallvi lone in Mages 
Guilds. Unollicially. many other organisations, Iroiii certain knightly orders ami 
Thieves* Guilds to the Necromancers, train their meinl>ers in magical skills. 

However, the Abiges* Guilds arc the acknowledged maslei*siir magic. 


()) 


While il is possible lo achieve vinually any cIVcci llimugh magic, certain standanl 
spells are masi popular ami can be purchascti at must any Mages Guild. Tor someone 
desirous ol a unique spell, the Spcilmakcr is available a( the A\ages Guilds once v<ni 
have risen to the proper rank.. 


The Circinaies of Standard SpelLs 

The following s pc I Is aa* aval table at all Mages Guilds. 

Depending on your own level and shill vviili cenain colleges of mjigic, aciual tasting 
co.sis, spell sia*nglhs. ami protwbiliiies ofs|H*ll success will van^', 


SJc\ 


l»7C 




S%:lyooL(^) 


Acidic Field [X'sininion 

Cisicr surrounded l>y a medium-level ilamage aura, alVeciing all who come 
within range. 


IXdyna's Anlidule Kesltiraiiun 

Mevlium-lcvel chance ol ciinng easier ol |ui'alysis. [H>ison. ami mundane dis- 
eases. 


Danish Dacdra ,Mvsiicism 

Medium-level chance of transporting daetira largel back to the plane of 
Oblivion. 


Chameleon Illusion 

II caster docs not move, he or she is inosily camonHagcd. as per an hh'iu'Mity 
SfK'II. 

Charisma I <cst i >cat io n 

Temporarily Uh>sis casters Personality artribuie. 

Cure Disease Restoration 

1 ligh-les el chance ol curing easier ol mundane diseases. 

Cure Poison Uesloralion 

I bgh- level chance o I curing caster of [raisons. 

Energy’ I A‘ec 1 1 I )esi ruci io n/ Rest ora lion 

Transfeiy stamina from largel to easier with a successful sinhe. 

Far S i Ic nee ^ \ysi icism 

Creates a sphere ol silence around a largel. making spell-casting impossible 
for the dll ration. 
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Fccc of Nocorgo Rcsturniion 

Temporarily boos is ciisicr’s Sjjcecl ailribuie. 

F I re S torm Desi ruci io i> 

Creates a tlea'auni around caster, delivering medium>lcvel damage to all 
within its boundaries. 

Fireball [X*struction 

Pi res a ball ol llame at a single target • delivering medium lo highdevd 
damage. 

Flare Illusion 

Creates an .niira of light a room I caster, making visibility higher. 

Force Boll lX*slruciion/Aller»iiion 

Fires a ball ol'ener^* at a single larget, delivering bigivlevel d.inuigc and a 

0 ha nc c of pa ralysis. 

Fo Vi I i ude Rcstora t i n n 

1 e m po ra ri ly I XK>sts cast er s I*! tu 1 1 j ra n cc a 1 1 ri I n ti e. 

F rce Act to n Al t ci'ai !o n/ Rest ora t i o n 

Migh*lcvol chance ol curing, and creating .in Immunity to. p^inily.sis lor the 
duration ol the spell. 

G h ost 1 'or m Illusion/' t1ia u m a I u rg;\' 

Tunis caster invisible and weightless, a.s yve the spidlsAnya//e7//v«tnd 

/jtiUlitfUW. 

Gods Fire IXsiniction 

Fires a ball orcnerg;\’ at a single target, delivering very high-level danuige. 

Hand of Sleep IX*siruction/;\hcraiion 

I X*siroys stamina from a target with a successful strike. 

Hand of Decay lX»struct ion 

L.OW to medium -level chance oldisintegraiinga tan;et with a success III I 
strike. 

I larl>our Air Destruction 

vSurroimds caster with a Irost-ltased damage aura, delivering medium- to 
high-level damage. 




S^icLL ts/cin^C it.fOvcnfliflij 

Heal Resioralion 

Heals low* to medium -level wounds of easier. 

Holy W'ord AWsricism 

Low- lo mc<li urn -level chance ordis|K»llin^ undcaci (7X>ml>ies. skeletons, 
g hosts, wraiths, ct cetera). 

Ico Storm I )csiruction 

Fires ball ol frost which expliHicson comacl. delivering medium-level ilam;igc 
10 all within range. 

Ice Bolt IX'&t ruction 

Fires ball oi Irost which iuHicis meiliinn- to high-level damage to a single target. 

Invisibility Illusion 

Medium- level ehance of causing caster ui vanish. 

Iron Will Kcstoraiion 

TeinfKirarily boosts casters Willpower ailrihuie. 

Jack of Trades Restoration 

Temporarily lKH>sts casters Luck aiiribuie. 

Jumping vMteratkm/Rrstoniiion 

Temporarily LkhisIs caster's « lumping skill. 

Levi tale Tl tail mat urg\' 

Causes caster to become weightless and able to llo^il in any dlmnion for the 
duration. 

Light Illusion 

Creates a sphere of light .'mnind caster, improving visibility for the duration. 

Lightning l3cstruction 

Fires ball ul lighlnitig at a single target, delivering high-level damage. 

A lagi c ka I .eec h I )cst ru ct ion /Re sto rat ion 

Transiers inherent magicka energy' from a target to the CiL^teron a successful 
strike. 

Medusas Gaze .Mtenition 

Medium- to high-level chance of paralvring a target on a successful strike. 




SycLL 

Nimblcncss Rc.stoniiinn 

Tcm flora riU' boosts easier s ;\gilii;>' attribute. 

Notorgos Curse Dost ruct i on r Alteration 

Slows a target with a surccs^lul strike bv ilamaging 

Null Magickn Mysticism 

Creates an antbrnagivka sphea* aroumi caster, with a higlvlevel elm rice 
n I removing all magic. 

Open .NU’>licism 

Mcilium'levet chance of unlin king a nnimlanr or ituigically*liH’kerl door 

Ore Sirengih Kestoniiion 

I'empiiranlv lioosts casters Strength alinbuie 

Paral ^'s^s A 1 1 e ra t ion 

A\c(liiimdcvol chance ol immobilising a target lor the tlurafion ol the spell. 

lU* m viiy Kes t ora t ion 

Ia)w- to mv<lium-lcvel chance ol curing caster ol mundane iliscMScs. 


Kesist Coltl 


Alteration 


Improves L*a.ster*s chance of residing spells Imscd on the frost clement. 

Resist Shock .*\ll era lion 

Impi'ovesctistcrscKanceol a*sisting s|h»IIs based on the slmdc nr lightning 
elements. 

Resist Fire It era lion 

Improves casters chance o I reselling spells biLsed on the lire element. 

Resist Poison Alteration 

Improves casters chance ol rcsisiing spells liiLMid on the poison or acid 
element. 

San ct uury 1 1 1 u.sion 

Creates a powerlul invisibility on the CiLsier which Mill not lade even il the 
caster uvaves oi her spells. 


Shadow Form illusion 

Improves die casters ability lo hide in the shadows, moving invisibly in 
dark places. 


S^ycLL fsJcut^c ScI^h^LI^) 

Shaliilor s Mirror TIuiumalurgv 

iS Well um-clun nee orrclicciingbpcils 11 red at easier bark lo die aggressor mage. 


Shield Alteration 

Creates a tern }>oran^’ shield around ciisier. capblcof alisorhing damage meam 
fur the caster. 


Shock IX'stniciiun 

Shocks the next creature struck by the caster with llgluning>hased metliunv 
level damage. 

S i I en cc M\*sl icism 

Quiets the next ca^atttre struck by the caster, making spe I Ictus ting impossible 
IW the duration. 

SI ecp I Vst rue i ion/AI t e rat io n 

Fatigues a target with a successlul strike I’mm the easier. 

SI 0 w i a1 1 i ng A 1 1 c ra t ion 

Slows the ilcsccnt ol a easier when lalllng. so little damage is taken on impact. 

Soul Trap Alv.siicUm 

Molds dic.MUil ol a target, so when ihc host body dies, the soul can be stored 
for enchant men Is. 


Spel I A lusorpt i o ii Rest ora t ion 

Creates a sphere around ciisicr to disperse taigctcd spells, replenishing the 
castors rcser\*cs. 


Spe 1 1 Dra in A 1 1 e ra i lon/1 )est rue t io n 

Drains maglcka from a target on a succcsslul strike. 

Spe 1 1 Res I s l an ce Rest oral ton/A I teral io n H 'hau nia t u rg\* 

Creates a *{[ihere to dilute and di:«(K»rsc knv-lcvel spells laigcted al ca.sier. 

Spel I S h I el d Restorai lon/Al i ei*al I o i i/rha u m a t U i 

Creates a sf there to dilute and disperse low- to medium-level spclU laigcted 
at caster 


Spell Relleciion TliaumaliirgV'/Mystidsm 

Creates a sphere arotmd c.istcr to relied target eel s|>ells back toward their 
source. 


6i^ 


Sf^cLl SJc\$jyc 
SpKuro orNogndon 


C 'C f Hj School ( 


Desiruciion 

Creates a ^tphvrc around the caster which may disinie^raie any sentient lorm 
trapped in its nulius. 

Spider Touch Alieraiion 

Paralyzes target successlully touched hy the easier. 

Staniinn Rcsloraliim 

keplenl^lles lost stamina, invigorating the tired castor. 

Strength I.eec 1 1 Rest oivu ion/ 1 X*si t*t j u i o n 

Trans I'crs Strength attribute |>oints Tmin largo i to c^Lsteron a surcesslul strike. 

Toxic Cloud I )est ruction 

h'ires a hall ol acid at a single target, inllicting miHlinnvIovel danuge. 

Tndls nhxKl Restoration 

Kegenerntos castors hoallh continuously while spell is active. 

\'a m p i ri c Tom c h Rost ora t ii >n/ 1 )c5t nt ri i o n 

Translers health Irom a target to the caster by touch. 

Water Breathing Alteration 

Alli)ws the caster to hrcalh in an umlonvaler envin>nnieni lor the duration of 
the spell. 

Water Walking Aheraiion/'rhaumaturgv 

Allows the Cluster tu walk on the Miiiace ol water Tor the duration ol the spell. 

W'ildltre Destruction 

I 'ires a hall ol llante at a single target, inllicling inediumdevcl dain.'me and 
then Imv-lovel damage as the lire Ciiiilinue.s to bum. 

Wisdom Resloralinn 

Tempo rarity boos is casters Intelligence atiribute. 

W'izard Rend A 1 1 era I ioii/A\v.st icbni 

A\c<llnm -level chance ol |Vira lysing an«l silencing target suvcof.^lully struck. 

W*I/ard Lock Mysticism 

1 1 olds dour securely liK ked lur the duration ol the Sfiell. 

W'tzard s I'ire Destruction 

Fires a liall ol Hameat a single latget. inllicting low- to mcdiumdescl ilamage. 


The SpellMaker 

Crcniing a spvll requires only kno>vlc<lge ol «i lew nilcs: 


I • Even' spe 1 1 m u s i have a n n me. 

2> No more than ihrce eflcctscan be applied (oanv one spell. 

.3. Editing ’*Adil Ellect" gives your spell !ls powen selecting oncol the Elements 
’ l*1re.**" Frost/ “Eleclriciiy."** Poison." and "Magicka" selects the element that 
the spell utilises; selecting one of the Target Types “Bv Touch," "Qisicr Only." 
"Target at Range." "Explosion around Caster." or "Flxplosion at Range*' allows 
you to select the area you wish the spell ta«d1ect. 

4, C I i ck t he " B uy S pel I" bu 1 1 o n l o i nsc ri be I he ne> v spel I to y o u r s \ >e 1 1 book . 


tWMuwtp/t: 

Ymp^r/ii tbt NuibtNtu^ mto /&• . //riyr.* ( /«//d. *>bttkat (rt*m a tranl enmuttxrmtb ti 
Fur Alnmui'b. Sb< /<» /v l^eiUr prrfhWtK v.» tuOu A/v/i \hkrr,uu^ muU.* u 

"AtnmtU'h tWUiiituu " 

Slu»*elfi'U* ikr, WlVUrt,* lutinm Uu'mtU ibr .7%'//.., 



I, 

V. 

>. 

6. 

i. 


CiruUww^tprll 
livit fnm SfH’IIJhkrr 

Ttinjft b\t Unwh, Utrtjrt tU t'tuuir, 

fXpItK'iiUi tti'tutihU'iU*ffr, iUuhwpltKUtm tti riUUjt' 

EUmeutxK Eitr. Erth»t, E.Uctrit-it\i, PiH,um, ALufikit 
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EffectiJ: 

Clicking i he "Add tilled " IniUon brings up a list of Spell CiVectsavailaWe. Once an 
cfVcct has been selected r the fol lowing menu appears. 



Not all spell ciVccts use evcn>' jwramcicr lisitnl below. A scroll appeal’s over the menu 
giving a brierdescripilon of the cfleci and l he parameters needed ttwleline the spell. 

Durattofi: 

Duration descrila's how long (he s|>cll remains active alter it Is cast. The llrsi 
box shows the $[.)cH s Ixisc dural ion In sccomU. The sccnml \tox shows how 
many additional sccomis arc a<lded lo the s|k*Hs duration il the CiLster is higher 
than llrst level. *l*he last box shows the mttnlH.Tol levels beyond the lirsi level 
the c«ister must be to gain theaddilii>nal >econds ol died duration. 

Chance descril>es the wtds. lor each spcilcasling a Item pi. that ihc s|h*II will l>e 
sttccesslully disi. The lirst Im>x shows the spells Ikish chance asa percenutge. 
The second box shows the ad<lilitmal chance atided to the spells Uisc chancc 11 
the caster is higher than lirsi level. The hist box shows the number of levels 
beyond the lirst level the caster miisi Ih* loadd l he additional chance to the 
base chance. 

Magnitude refers to the a mount of [Hiwer Indiind a spell. This can mean a vari- 
ety of t Kings— def lending on the el fee I— from amount of ilitmage a spell deliv- 
ers to the intvnsily ol the light created. 

The lirst two bo.xes shows the range ol the spells l>ase magnitude properly 
read as “a random numlwr between the lirst value and the second value. 1 he 
next two bo.xes show the range ol ailditional points ol magnitude (again, "a 
random number between i he lirst value and ihc second value.'*) added to the 


7 / 




spell's Ixisc magnitueJe il ihc caster h hi^^licr ilian tlrsi level. The Iasi box shows 
the number ol levels beyond (he lirvi level ihec^isier must Ih* (o lake I he nddh 
(rotial paints ofeiTcct magnitude. 


Cfttft 


Shows I he spell point casting cost of the spell. 


lixii 


Re turns you to the Spell Maker. 



I^or Example: 

;l De/^fMVf SftiH 

Yrnpfna Lntk* tbrotuih tU’ li*l luu^dtuk* Shit'hK Tbi% ,'bc think,*, i* iu,*t 

v>'biit,*!y nf<Mfi*r bfr bait If tvllb the 1‘itY .Uiv/Mtb. She •xlf ft,* tbi* Ixtihu* loakitu) at 

tbf pantmfUr, * far tbf $bifb> ffffft. 

dffnllin^ tbnt fiU'batrikfaf tbf i'trfAimuwb hurt Ywfkrunt laf.abt'tWii^a ihii MM 
firYf/t/th, Mfb {.• tr»w.*li!iftKta W4ti/$nfff**f>MMI'f»s^fy hi,jb . . L« if hi^f maitniituk, M 

nutkf,* lbfnmiff20'ltHK SItfL* ^tb tiv/nv/A/ iuh%uuuK*lff u'anU* ibeAwuuif abuuftm ia 
kat Ifihti mo\Yrai3ea(70fH*int,*, aaMmakf,* tk infrfthffhrlf\Yl 10 ia lOfunnh.Aifttib 
Ififl, tbf abifli f u'f // nb 'arb /vitiwn 70 am UV kaltb /^ ,it , tivib Iftrl, tk . *bifU t uu7l 

abnir/i khiYfn •SOiwO btutlib f^ifinh, 

H M iAv.« iuMnij alhUit tbf,>f>fll, it u'H/lti.’t anf.^wtO, ffbu* an tuhtliio/uO 
*»fiViutfarfWfy anf af i<r /nv/a. Tbtii *» M .fO'iui*. Meb int 't a bnu} 
timfn On ik atbff bitnO, ,*bf rrally •wwh tbcMfbKuu'bf t'an,utr\‘by 
hn^ fium^b tanm, anO,*b(tntf*\'f»* 
a/v tWan i fwOnuiib ntarf 
tbiUi tfn ,*ffanAi afifnnninlt\/ ta 
ijft a bfatK'ta/i, ShfchtWiff,* tlx 
nAHtianal Oi/n liiiw (» » traO l»u * 

••fiVniO. tfbu'b nifiw.* ibtU at fifth 
Ifivk tkajv/l n‘iHta4*f far f If fxn 
aftvfnk. At .‘ixtb IfixL it *iV///if.*/ 
tbirtffn .Hvanti* k,s*. if ita ma.xi 
amm Oanuutc alKHirfition ia txaMO 
... SbfahuOAra at tk tlhuuthu 

Yn}fyri,i finiaka &r.yv//»7/n7.», 
pwL* an u‘an U ' nyww/ tbe 

t^fh'Hu'bfn it uuh'ti\Y, anObn\^>» 

tkapfU. 

An Offf naive Spell 

Yntfyria now wstnta ta bit tbe Fire 
,\lr\macb witbxHmftbuuf tlhitabe 
huhw* ka realhijaiap ta feel. 
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Furnmn^ birl>rthi\ %*h( tt* mtnif ihf tuxwfvU Atnmaeb I AV. **/')>»« tU /hV 
/f//rt ‘h twmt, *'bi' t'k k w ib^ t'fiWt Dtwuuif, tim f / Itujllb muW fluU. 7 ‘/vrc u* t fitly tw fuim^ 
nuUr mukr Ihmuuh' !h\ihb : initpuiUuft'. Sbr/iyurt'.' tbttl "Dif AlMiiwb Dll' / '','bi>tilt^ 
infill'/ itt /i/lyj*ifitt/j iff Any/ •»<».'&' Avii^v* /bf/uh*^mayiiiti/ikitt I t\*l 

fHiiiil, hut ibf iiuttiiii/uA' to tO to lOikHiih. tbtit tl/topfll 

iiitl lUitofUitthut/ly Mlii't tiftyuun^/hfiut.uffAmUiffu/ birp/v,vui l^ivl. At oixib Itivi, it u'HI 
iu//ii‘t oixlynuif /HfiuU 

Sbftfbuy,* tbc uf\i\*pt'U cfff'^t amhottlknU to buy it \*'ben »»bt irm^ui/ffro fhuuy ulhHit 

t!^ Fur Alnutiu'lh F*fnmr thmy, tbr Ainmtub iiv/i' uhlctu hurt bt'riritlMut ora touchuui her 
— (Ih'ir nv;.» till tuira of Frt thuf xUtriviuiM him. uu aunt oty nv^« luft Mjfrr to re-ruUn Stsr 
rb uhtr.» tiff rt uu{( of tbr . y W/ tt » "Tuiyrt ot Htuufy' ra(bi:r thou ‘ liy Tom b. ^ It \t \iuh ^ to*/ 
mofT to buy um^ to va%'t, hut ohr »\tio not iiiUiroUtf mtffttmy clt\*c ountyh totut . UrtouH'b to 
touch it. Thf other thtuifobe rememlfcro u* o bihtk thit oouf tbul Fur . \tnmoch* lur M by 
bent. W'^ooltf /but imply tbiit/mf/Aieo more Aimuye to them f SI>eoeli‘ch the FJcmeul 
“Ffw*/ " iiiotctuUif the ikUiult "ItuoMuyickit. ’'umU'uy.*tbe.*pell. 


Casting Spells 

To c^.Ht a ^(H!ll. click ihc Sunburst "cast" icon or press tlic C key. This brings up your 
sficllbook. Now dmibic'dick on llu* spell you wish ui ciisi. and the spell is acilvalcd. 

II the spell casts at a range, a message will appear telling you to click any mouse 
button when you wish to cast the spell. The spell will be cast inthc dinH.'tion ulymir 
X cursor. 

II (lie s|>dl has n dunition. an icon i\*prcseniing the sf>ell will a[>pear in the uj)]ier* 
left-hand corner of the screen loros long as the s fie 1 1 is active. When the spell is 
about to end, the icon will begin blinking to want you. 


Potion JVlaker 


Potions arc like onc*shot spells. Certain temples, guikis. and organis«uiuns boast 
access to PoiiotikN bikers ol their own. No group gives non* members rights to u. sc the 
Potionl^bnkcn To use the Potion ,N laker you have to ioin a guild that idlers acces>s to 
one. and work your way up through their ranks. 


On the left -ha ml side of the screen aiv all the sundry* ingredients you have in your 
invenroH' under the categorv Ingredients. Jl' vou are in a guild that sells atidilionni 
ingredieni.s, they too will afipear in the list, but they will cost an additional amount to 
use. Keep your eye on the cost button lo make cenainyou are not over-sireld)ing 
your purse. Clicking on an item sends it to the cauldron on the right. 

Click the RICCI PIC builon to bring up recipes lor any potions you know how to 
make. Ol course, you can choose to adjust the ingredients a recipe calls for and “mi.v 
your own." The a*sults can be a weaker or stronger version ol the potion you were 
creating, ora dill erent result altogether. 



Once you luvc iJt the ingredicnisyou want in the cauldron, press (he MIX buuon. 
and you will create a I wit (col a polion. 

The more you play with the l^ol ion Maker, die he tier you will become at creaiin^^ 
the exact potion \'ou want. But \'ou*re goin" to ha\'c to make some mistakes lirst. 



Magioal Items 

There arc thousands ol rnwcal Items available. I mm Rings of Invisibility to 
Greaves of Ore Sirength. Many ul these am .available at AUtges' Guilds ai great 
expense. There arc even some unique magical items, called Ami facts, that may not be 
bought at any price. Keep your ear out for ntmoursalmut them. 

To use u magical item in your in vent on*, click on the Wand Icon. This brings up a 
list of all available magical items. Double- click on the item you wish to use and it will 
be iiciivated. 

.Most magical items have a limited number of uses — once this limit has 1>ecn 
reached, the item lnx*aksand is useless. To avoid this, it is wise to bring your 
magical items in to agoexi weapons or annour store to \k lixed and recharged Irom 
time to time. 

There arc .'iLso ways ofcre.tling unique m.igical Items olyour own. but this is a miv 
and dangerous seen.'! guarded by Mages* Guilds and cen.iin temples. It involves a 
specially traine<I crafter enchanting an Item with certain spells, addingside ellWts il 
necesfHkn*. even binding die spirits of powerful creatures into items. 1 1 lakes great 
skill and wbduin to create a m.igical Item, to iKilance tt.*^ power. The Guild is wise not 
to allow amateur mages access to the poNvertuI licmAUiker. 

Like (he FoiiunMaker, no guild gives non-memtwrsoreven neonates access to a 
privilege as versatile and unforgiving as the Item.Maker. In essence, the liemMaker 
allows vou to enchant items from vour invenloiT. 
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IteniMaker 

*rKc following principles shoiil<l Iw unJersiocxl Iwfaiv \hc I u-m Maker can be used: 

[ . *\\ost mundane ire ms have a cenain natural enchantment potential, a limitto 
how much m*uricka can be sioreil in th oir structure. 

2, T h i s c n c ban i me n t poi e n l i al ca n be i ncrea soil 1 >v ail 1 1 i Jtg ce n ai n a n l i • magics or 
side elVecls lo the item. A ring. Tor example, can store .i hlgbcrdcvel tor/htll 
spell than it normally could contain il a .side-ell cci is adiletl to it that makes the 
ring unnaturally heavy. 

3. Certain spirits can lx* bound to an item using the ItcmAlaker to increase the 
enchantment potential of an item. These spirits bring certain magics and .side- 
el feels with them that c«nnnot be removed from the item without removing 
the spirit. 


In enchant an iietn, lirsi liml the item inyour mventot^'. lou can scToll ihnujgh liie 
items using the arrow buuons. Click on Weapons and .Armour. A\agic Items. Cloth- 
ings and iN\isc.. or Ingredients to \*iew items ol dilVerent categories inyour inventon'. 
When you Unci the item you wish to enchant, a Iclt-cltck picks it up ami (Imps it in 

the bo.x to the left of the inventor\* list. It ha.s now been selected lor cnchnniment. 

% 

The information box in the upper lei t- ha ml corner ol the 1 tern A \aker .shows the 
item’s inherent linchanirncnt Points. The cost of I he enchant men I . Including the pur- 
chase price for certain spells and s[>irits, is labulaietl in the Total Cost lleld. II you 
click on the Name field, you can amame the item, so an enchanlcil ring can become 
"The Ring of Regeneraiiim‘'or*'The Unholy King." depending on your taste. 

li the enchantment point total excewls the enchammeni point potential. you have 
hvo choices. Hither remove some spellsorenchanimems to bring the citchanimenl 
point 10 la I clt»wn. or select a sulc-ellect or two to i net vase the enchantment jwini 
potent tab 






ll is possible in ihc hcniM;ikcr toca*aic some vciy fiowerlul. ven* bi/arre ilems. 
l*or or lor Iwtl, ihea* arc Icwsalciy mcchiinisni.s when it comes to enchanting 
an item. Consider what^vou have madccaa*liilly before clicking the Ivnchnnt buKon 
and bringing your creation to life. 


Reputation 

Rcpui.it ion iscnicial in Diiggerlall. liven if social opinion is not your primary' 
molivalion, it behoves yon lo be aware ol the connections between your woi'^ls 
and aclions and other peoples. There is little that hap|wns in the Iwy without 
a reason. 

II you spend your lime attai king cvei%* moving shape anil insulting eveij' mis* 
ton u Mil tc who lulls into dialogue with you. you will sixjn discover luiw unpopular 
sociopaths likeyoursell gel treated. lakew'isc. treating |>eo pic with respect cams 
respeil for you. 1 he golden rule is pr«icticed all over the Iwv. 

^gu are not. however, the only creature capable ol making allies and enemies. A 
person is seldom a hcnnil. Inn olien a memlhjrol an order or a guild with intere.sted 
Irlcndsand Ine.s. Word can move liken raging river, and some channels mav be hid- 
den loyou. The strarigor^tm just insulted may l>c ihini cousin to the baron, and 
yoursiock with his lordshtp may plummet m>tice»ibly. Your reputatiun with the 
neonates at the Hg liters Guild may have preccdeilyou. and ihev may greet vou with 
a compliment the first time you s|>eak with them. 

Reputation alTects nearly evei^' single aspect ol iVoin store prices to jail 

sentences, Irom infoi'inaliun access to earning pmomial. Vou will nm be askeil to do 






svnsilivcanii exia*mely rewarilin^ iliplomiiik* work il a I'ulL'rcitwji n«l iruH you; 
and guikls will e|ccl vou ln>m ihcir charters il you arc loti much ol n iwor. 1 he 
rewards for developing a I ni sling rclaiionship with a hay resident are almosi 
wiilioul measua*. 

livcr\’lhing changes, ami I rie mis hips can be brittle things. The baron will not 
always need die Dark Brolherhoml. and the Dark liroihcrhoot! may someilay need 
you. ;\s in any oihcr asjKCl olTire in ihe bay. dunk Iwioiv \uu act. ask qiicsiionsol a 
loi ofdilVcrcni |H.*o|ile, and rememl>er that soiiioiimes ii i» more important to have 
Tim dian be pnpular. 


Be,»tianf 



There are more llun IHiy vnrieiies nl 
iulversiries lhalymi may hire in die 
course ul your adventures. 

Il is important to note that while all 
of the creatojvs listed Ir«Iow are. by 
nature, antagonistic to human lyings 
and elves I many are intelligent, and 
several an* capable ul moa* than 
just ^ren^lC'd combat. 

Studies ursoveral creatures ol the 
Iliac Bay region have shown individual Ian* 
guages and cultures, some rivalling our own lor 
sophistication. I^'amlng their languages 
may be the lii-st step Iowan I under- 
standing these wild beings. Who 
knows what secrets unknown to 
civilised Tamrielans these creature.'* have 
been privy to? 

Diplomncv is seldom pos.sil>le with these 
’.Monsters," perhaps due ui lKirriei> other than 
language. In such ca.H'S, a ready blade is 
the only inngue. and talk b bkuHl. 

Listed below are some «>l the 

creatutX'syou will be seeing. Hiese aa* 

not necesstirilv the least nor most 

powerful — merely a healthy simpling 

ol the vaj’ieiv*. 
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Regular urban pesisarc noi wonb mcniioning. Tbev 
are usually more fnghiencd ol ail venturers than vice 
versa. There exist, however, giant varieties that are 
the sharh> ol their swam|>s and sc%vers. I'hcir strength 
lies in I heir Terocily, the sixe of their packs, and the viru* 
lence ul the disease transmitted by their bites. A seasoned, 
wclhiinnoured adventurer can pass through swarms of 
the 111 lie ln.*asis in relative sal ety. Iiui underestimating 
their brute cunning can be the last mistake that the less 
e.xpcriencctl will ever make. 
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Imps 

The winged Imps have mysterious origins. 

Some say that they ore little licntls from 
Oblivion. ser\*anis ol the great D.ietlra Princes that 
have been kmiI to Tamriel as nuisances or in some darker 
mi^^1ion. Others say that they arc like the Atronacbi or 
golems, creatures created fro in magicka as familiarHor 
conifjaninns to powerful sorcerers. Tlie truth may be that 
IhjiIi theories arc correct, or that Imps aa* something 
else cntia'ly. Whatever their hislon'. Imps are mischic* 
vous crcalua*s. ca^Mblc of crusting minor but painful 
spells ol pure magicka. They art* certainly intelligent 
and sj)cak I heir own language, and they arc crafty 
enough that they know when to light and when to lice. 


Spriggan.s 

[.tu.kily for ad VC III u refs, these strange wocHlIanJ lairykin 
are »hy ami reclusi\*e, for they make vei^' dangert>us cnc* 
rnics. 1 he old Nordic talcs tell ol the Immortal Spriggan. 
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Lycanth ropes 

These cursed creaiurcs arc i«cn bv day. complclely 
iodistin^ishable iVoiti **normar men. arid 
hair*bcast prednini? when the motin is lull. At least 
two lycanihrupvs arc common lo die Iliac l^iy envi» 
rons: the wcrcNv<jirand I he wereluxir. Tlie wcre^voli is 
only Ibund in die woodlands of Hi^di Kock and rarely in 
the funnies of Mammericll, but die wereboar is lound 
evcPj'whcre. and i$ llic more learsome op(K>ncnt. Neither 
seems lo be capable of a thought beyond bloorJIust. and 
both a a* impervious to common weaponry*. Their clows are 
keen as razors and are Mimehow capable ul Ira nsinil ting 
the dreaded lyvanihropy to those It strikes. While Ivcan- 
ihropv is a relatively simple disease lor most temples tn 
treat, few who survive a wcreboiir attack ;irc likely to tio 
more than Ik* lliankful %nnd rest lor sevenJ tlays. ‘Us ironic 
to countyour blessings when yon have just Iwen cursetl. 


who grow larger and mightier evci^' lime they fall. 
While in actuality Spriggansare not immortal, they 
arc virtually impossible to kill. 

Kven if they arc struck down, they will regenerate 
and arise to fight again. Ami the legend ol the Sprig* 
gan growing kirgeranil more powerful in each incar- 
nation is indeed true. 


Ores 


From a distance, an ore may resemble a laige, stiunl. 
muscular man — before the tusks become 
evident, and the green skin and the piggish 
eyes arc seen. Usually, when a viewer is that close 
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Slaugluernslics 

(Jui*ol naiiircV mosi adapiable 
prcdaiois ts ilic SlaughtvHlsh <il llic 
Iliac \hty. ;\vcni|niig$iN \w\ in Icn^ih. with iKousands pf 
|H)isnnoii.s nccJIcihin icctk I he Slaughtcrll^ih haw inIcMcil 
pr.iciicallv even* large kniv of water in tlie ix*ginn. 

Unlucky ^^vim^ 1 c^s haw linind lhai even deep in la ml lakcf 
and umIcrgriHind rivers hide deadly schcHik SlaughleHUh 
are attracted lu ihe Xas\c olMpmlv water, so injured adven- 
turd's a a* advised K> Uiihe only in small pools of water. 




^ to an Oa. he or she is mn taking notes almut the 
\ details. Oas are among the most common encoun- 
*|k \ ters.vound the Iliac Ikw. [xinicularly around the 

^ y ' S4>uihern hall of the W Vothgarran Mountaias. 
They arc a consistently sivage group, ready fora 
light no matter the odds. Stme rather eccentric researchers 
have suggested that the Ores have a culture ancient anti 
sophist ica let! os ours, ami that their seeming inimlless Luirbar* 
ity U somehow rel.itetl to rite?i ol |KLVHige or tests of courage. 

It ks highly likely that these researehers have never loll the 
sting ol an ore captain s Uirknl a\e. 





Centaurs 

Cemaui's are ancient ami mjv'slerious creatures, 
alternately worshipped and despised. lx*gcnd$of 
their exploits range from the epic to the 
[Hir nographic. (xThaps for no heller re«ison 
than that they knve >'uried pcrson.ilities. The Council 
ol ;\rtaeum have cal lei I the Centaurs '‘true In I towel's 
nl the Old \Vajt's"of Tam riel, rel erring to ihe complex s\*s* 
tern nl ancestor worship that .Anaeum lisell e.s|>iHJses. All 
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that one can ccnainlv siiv lAtoui Ct^maurs is ihai in halt I c. 
I here «nrc IV w who aa» c(^ii«il. 
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Hai'pies 

One ol I lie great tragic sUiHcs tolil in north- 
ern HammcTlell isol (he group ol cruel ami 
beaulilul witches who were iranslormeJ (or 
iransiormeii ihcmselves, (he legend is «*mewhal 
nurky) inlo hideous, deranged halMireed I larpies. 
Wliaiever the truth is behind (he legend, the 
Nar|>!es are a (rue threat tu life and commeri e 
along the Iliac tiny. They nesi in aixindoned ruins, mating 
Nvith and then destroying the unlonunate human males 
they capture. While dteir maniacal nature makes them 
somewhat less-i ha n* brilliant tacticians, their sh a q> talons 
and lren;ded bchaviourolien force kingdoms to abandon 
lands to their use. Still, some say that the I larjnes have 
some knowledge passed on to them Irom their human lore- 
mothers: knu\vle<lge they may give, but nut lately. 

Dreughs 

Another of the so-called cursed races ol Tamricl, 
the Dreughsare snid to Ik* the remnants ol a once- 
great civilisation th.it l1ouri>lied in the Iliac IW long 
be I ore the 1st Era. Though llwv have some htimanoki 
chaniclerisrics. it is ha r< I to give cixnlence to the legend 
when one views the tentacles anti the claws ol the mi.*^ 
sh.ipen beasts. Then? is certain evidence that the Dreughs 
may have amphilii.m qu^iliries, lor they can be found in 
w*aler>vn vs far inland from their btn-skleorigin.s. It is 
unlikely that the cix'atures iheraselves will oiler in.dghf to 
their origin.^ for Dreughsare violently hostile to all who 
1 11 \'a i le I lici r wa l e r\* do mai n . 
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Daeclra 

T1ie peasant 5 haw colourl\tl 
* terms for Daedra: liends, unclean 
spirits, the evil oncK die Dark 
• n ces. I he god s of \ onnci 1 1 . l he i n le ma I n 

jF ^ ones, anti , most com m on I v. demon s. Th os c t 

rVL who wish to understand or Uitlle these nightmarish 
^ beings, rather than live in Tear, prcler the more circum* 
sped term. Daedra. It is nearly impossible to say an si hi ng 
deli nit I VO al>out Daedra. despite ihousmds iifyears of 
scholarship devoted to their n.*uua*. Their reputation as 
cruel, amoral geniuses of destruction seems to l>c mostly 
deserv'ed. but 11 they are true cvili our dellnition of evil ma\ 
need revision to include the complexity of their natures. 
Daedra appear to have a \velhorgani;ccd hierarchy, and the 
ones Found In our world art* doubt lc.<.^ the weakest of the 
lot. or course, the Ktre Daedra. the Frost Daedra. the 
Seducer, nr the Daedra I«ord are among the most clanger* 
ous creatures in Tamriel. but ihea* is certainly something 
greater out there in the world they call Oblivion, Perhaps 
we are alre.ulv doomed to fall beneath their lire. 


>atTipires 

^ Ciuel. umning. and immortal predators, vampires hum 
I he night, sometimes singly, somciimcs in |iacks. Their 
powers and strength are certainly the stui) oriegemls — 
and there are said to be creatures called Vampire Ancients 
who are to \ ampires *i5 Vam])ircs are to common man. 
Vampires ore virtually immune to physical harm and arc 
capable ol costing a \7irieh* orpow'eribl spells, not the 
IciLst ol which curses the victim with the dread disease 







vampirism, l-ike [vcamhropv. vampirism can ijecas^v cui*cil 
in Its early stages, but there is no known cure lor unilcaih 
bcsiiles death it sell. ProbabKs the most horn lying thing 
about \ampires is their nonnalcyiyou can never tell if some- 
one us a Vampire until you feel the Tangs at your neck. To 
what degree they have taken advantage ofthisatul iniiU 
mitecl human society is best left uni magi nal. 
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Dragons 

The lairly common dnigonling is a wonliy opponent lor 
any adventurer. It is capjibic of ca.sting a nundier oT power- 
ful spells and healing itself in coml>at. Those who speak 
their language tell us that beneath a veneer of maddening 
riddles and non setjuiturs are minds ol great wisdom. 
IXuspiie all their merits, dnigonlingsare less grand than 
their lineage svould suggest. Explorers, sages, and 
archivists have argued lor centuries over wlteiher the great 
dragons of legends still live, ifin fact they ever e.xistetl. The 
people of the AlikV Desert insist that their va.st plain of 
sand is home to a mul lit tide ol the Great Wyrms. Granting 
the nomads their propensity for tall tales, if there were a 
forsaken land where thegR'ai Dragons still lly undis- 
turln'd. it would indeed be the AlikV Desert. 
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Akatosh: The Coil of Time, usually represented as a dragon. 

Akorithi: Queen orScnrinel. She is iho wiilmv ul Cameron, who was killeil at the 
end of the War of Iktonv. I ler two sons are Uiotun ami Grehlilh. 1 lercMe^l ehilil U 
Avihkd, the Queen of Daggerlall. 

Artifacts A vcr\* rare, ven* fiowerlul, unique magical Item. 

Arkay: The God ol the Cycle o I Ririh and Death. 

Aubk-I: Queen ol* Dagger lid I and consort ol’ King Got had. 1 ler parcnt>.m* Queen 
Akorithi of Sentinel ami the late King Cameron. Her hrol hers arc- l.holun 
and Creklith. 

Barcnziahs Queen ol* Way rest, ami former Quwn ol* Mourn hold (a kingilom in the 
]>rovince ofMorrowi ml). Currently married to K*idwyre. IWeii/iah ha?itwoehik 
dren hy a previous marriage, 1 leUcih and AWgiah. 

Rladcs: A legendan* group of swonlsmen, with unknown allegranie ,*ml power. 

Bretons; The “native'* people <»f I ligh Kock. char.icieriscd hy a'lalieely light skin 
and straight or wavy hair. 

Cameron: I.iitc King of Sentinel. Gimeron was killed in the IJaltle ol Ciy iigaine I'icid 
hv the new King olDiiggerfall, Gothiyd. Mis wklmv Ls .\korilhi, Queen ol Sentinel. 

I lis children aa* Grcklilh, l.hotun, and .\iihk-i. the current Queen ol Daggerlall. 

CLtss: A characicT*M>cai|xition. There are eighteen standard classes in Daggerlall. 
not including the custom classes pos.s!hle. 

Daggerlall: A kingdom in southwestern High Kink. It is ruled hy King Gmhn'd 
and Queen Aiihk-i from their pal, ice in the eapitol city, also called Daggerlall. 

Dark Brolherhixul: An assassination guild, prohibited by law, Imt iinolbcl,illv 
sanctioned by the many |H)wers that unollicially use their ser>*iccs. The le.-idei ol the 
Dark BiiMherluKHl issupfM»sedlycalled the Night Mother. 

Dihella: The Goddess t»l IWaiiiy. 

l!)adi\yrc; King of Wayresi. His lirst uile wa.s Carolyna. with whom he had a 
daughter, I 'll vsa na. Iter Queen C^arolynaV death, l^iidwyre matrieil Ikirenziah, 
former Queen ol *N\oijmliold. 

Klysana: IVincessof Wayrest. Klysana is the only chi kl ol King k-iidwya* ami liis 
late wife Queen Carolyna. 

Coriwog: King of Orslniutn ami leader ol the ores. 

Gothr^cb Kim: ol Daggerlall. I lis lather, l.ys;indus, was killed at the end ol the War 
of Beioriv. I lis wife is Aiibk-i, lonner IVincessol Sentinel. Hts mother is .N\ynisent 
and his graiti limit her is Null,*tg.n. 


Grckfilli: Pnncc ol Senlinel. Grcklith is the second child ol Queen Akorithi and the 
Inte King Cimcmn. and is the heir to the kingdom. 

lleLseih: I Vince ol Wayrest. Hirst child ol Queen liarenziah and the late King Svnv 
machus. He Inis since l>ccn adopted by his stepfather. liad^^Te. 

Hammer fell: Oneo) the nine provinces ol the Kmpire ofTamriel. tradiiionallv the 
liiime fil the Redguanl [leople. Among the kingdoms that make up the piov-ince of 
Hammerfell is the kingdom of Sentinel. 

High Rock: One ol the nine provinces of the Kmpire ofTamriel, traditionally the 
home ol the Breton |ieoplo. ,\mong the kingdoms that make up the province of High 
Rock are the kingilomsof Daggerfall and Way rest. 

Iliac liay: Cent ml Ixxly ol water separating the piwincesof High Rock and Ham- 
mcHell. 


l(em»Moker: A s^\‘steni available to memlx:rsul the Akutes* Guild (and other guilds) 
by which items may be enebanted. 

dulianos: The G(m 1 of W'isdom. 


I.hotun: Prince ol Sentinel. Lholun is the ihirti chiki of Queen Akorithi and the late 
King Ctmeron. 

Lysandus: Lite Kingol Daggcriull. Lvs.mdus was hilled under mysterious circum- 
stances at the beginning of the Battle of Cr\'ngaine He Id. at the end of the W'arof 
IVlony. His widow is Mynisera. the IXnvager Queen of Daggeriall. His son and 
successor isGothnd. current King ul Daggerfall. Lysandus’ mother is Nulfaga, the 
so-called .Wad Witch. 


es Guild: An alliance al Iciest crs. Guildhalls arc found in most 
city in Tam riel. 

Mngicka: The raw energv' from winch mage.sand others lashiun spells. Magicka is 
usual ly me%ns u rei 1 1 n s pc 1 1 f Hii n ts in sen r ie n l c a*a t urcs, ami ‘ e nclia n i m cn I pot n t s ' i n 
nonsen lient creatures. .Most humans have a limited amount of magicka (1/2 Intelli- 
gence in “sficll points'’) which continuously a^gcncrates itself. True Mages have 2x 
their Intelligence in s|>ell points, anil Sorcerers have 3x their Intelligence in spell 
paints (though they are unal»le to regenerate magicka nalurdlv). 

Mnra: 1 he .NUuhvr Goddess and (xHldessof l^ve. 


cvers' Capitol 



AVorginh: Princess ul Wayrest. Morgiah is the second child ofQuecn Biireiuiah and 
the late King Symmachus. She h;is since been adopted bv KiuKvyre. herstcpfalber. 

Myniscra: I )ow,igcT Queen ol Daggerfall. A\yniscra is the widow oflGng Lysandus 
and mother ol King Cothryd. 

Necromimeers: A group o! renegade SfK'llcasters. notorious in Tamriel for their evil 
deeds. Theirsupfjosed leader is called the Ki ng of W'orms. 
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Nuliaga: Dowiiger Queen o( DiiggcHiill, someiimes called llte AVid Wuch. Nullhga 
is the grandmother ol the currem kingorDaggerlall. Iiui apparently went mad at the 
lime 0 1 her son Lysand us* death and retired to the WVmhgarian A\oumaIni. 


Orsiruum: The legcndan* homeland of the ores. The original Oj'sinium was 
dcsiroye<I four thousand years ago, hut King Coriwog is attempting to a‘huild it. 

PotionMaker: A system available at the M;iges' Guilt I <aml some other guiliU) 
w'hich allows members to create cu.stom potions. 

Redguards: 1 he ‘'nalwe" people ol HammcHell. whoarrivctl in Tamriel in the miil- 
dleo( the 1st kra, more than three thousand years ago. Redgiinnlsare characterhed 
by relnlively clitrk skin, and wa\y or curly hair. 

Schools ofMagicha: The si.K major avenues of magical reseaivln alieralion. roMora* 
lion, ihaumaiurgv, illusion, destruction, and mysticism. I* or iMlescri[uion ol each, .w 
ihc Skills seciinn. 


Sentinel: A kingdom in northern 1 lammerlell. on a fK»iiin»ula in the Niik IW. 

Queen Akorilhi, the widow of the lale king Cameron, rules IVom ilKMajniol tily, ,ilso 
called Sentinel. Akorilhi stlaughter is the Queen of Daggcri'all, Aulj|t*i. 

SpcIIAlAkon Thesy.stem that allows member.*, of the Mages* Guild to civatc cusu'in 
spells. 

St on darn The Cod of AAercy and Compassion. 

Thieves Guild: A hierarchical arrangement ol thieve.*., lences. procureineiil .*{jjeclal- 
ists. pkinners, and enforcers. Though ollWially an illegal organisation, the Giillil is 
generally tolerated by the kings and ijueens of Tam riel. 

Undcrktng! A possibly m\l Ideal entity who has been the suhieci of lioiror .stories lor 
hundreds of years. A group ol miiges and undciul creatures wamler the land, claim- 
ing to be Agents of the Underking. 

Uriel Septim VII: The Em|>erorol Tamriel. and liege lord ofall ol the kings and 
queens ol the land. His Ibrebearer. ‘Hber Sepitm. conquered the coni iiiein iiinie llian 
lour hundred years ago. ushering in the 5nl era of history'. 

Wayrcsit A kingtlom at the mouih ol the Iboultsic River in 1 ligh Rock. Kitig I’-ul- 
wyreand Queen Barenziah ntic the land lrt>m their cafdiol, also calletl Wavr\**.i. 
luidwyrc has one child, klysana. Irom a pivvious tnarriage. Uarenziab luus iw<K‘hil- 
dren, Helseth and Morgiah. Irom her pixwious marriage. 

Zen (sometimes Zenitharor Z cn): The Goii o I Work and Commeue. 
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